







Dungeon of Doom program cassette 

If you would like a copy of this program on cassette, 
send a cheque or postd order for £5.99 to the address 
below stating which computer you have. Tapes are 
available for the Commodore 64, VIC20, BBC, Electron 
and 48K Spectrum. For convenience, all three parts of 
the program have been recorded on one cassette. You 
can transfer them to individual cassettes as the book 
suggests if you like. 

Offer closes 28th December 1985. 
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What you will find in this book 
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This book aims to help you write fantasy 
games for your computer by giving you an 
example you can play and taking you inside 
the program to see how it works. If you don’t 
know what a fantasy game is, you can find 
out on pages 4-9. 

The Dungeon of Doom game 
Dungeon of Doom is the name of the 
fantasy game written specially for this 
book. The rules for playing it are on pages 
28-31. These pages are called the Book of 
Lore, as this is the name fantasy gamers 
usually give their notes concerning the 
rules and conditions in their fantasy world. 
There are detailed explanations of how the 
program works on pages 10-23. The 
program listing, which you can type into 
your own computer, is on pages 32-45. It will 
work on the Conunodore 64, Vic, Spectrum 
48K, BBC and Electron. Conversion lines are 
given where necessary on the listing pages. 

Typing in the program 
The program for Dungeon of Doom is very 
long and not easy to type in accurately, so 
you should be prepar^ to take it slowly 
axid check it as you go along. You may find 
the program explanations difficult to 
imderstand at first, too, but don’t be 
discouraged. Take your time and read them 
, as often as you like to make sure you really 
^ follow them. It may help if you type the 
grame into the computer first, then play it, 
referring to the explanations as you go 
along to see how the program achieves 
what you see on your screen. 

You may prefer to play the game before 
iding out how it works so that you will not 
low what to expect. To do this, go straight 
t9[P^96 32 and type in the program without 
looking at pages 10-25. You will also need to 



Going further 

There are some suggestions for expanding 
the program on pages 25-27. If you practise 
mal^g changes and noting their effect, you 
should be able to use what you have learnt 
to write progrcuns of your own, using this 
book as a guide for ideas and techniques. 

If you get really keen on fantasy games 
you will find lots of ways to extend your 
interest. Some of them are mentioned on 
pages 46-47. 


The story of Dungeon of 
Doom 

Slipping back through time, you chance 
upon a land where dragons dwell and 
people use magic. Here, you find the 
once-fair Castle of Crekkan lying in 
ruins, devastated by the evil sorcerer 
Klimm. In the hewn-out caverns 
beneath the castle, monsters and magic 
traps guard the treasures that are 
stored there. 

The siurvivors of Crekkan tell you that 
worse than the loss of their gold is the 
loss of their Magic Idol, hidden in the 
deepest level below the castle. They 
are desperately searching for a hero 
who can retrieve the Lost Idol before 
Klimm turns its powers to his own evil 
ends. They offer all the other treasiure 
to whoever succeeds. Several intrepid 
adventurers have tried already, but so 
far none of them has returned, and 
people have started calling the castle 
ruins the Dungeon of Doom . Now it is 
yoiu: turn to chance your luck, if you 
dare . . . 
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What is a fantasy game? 


A fantasy game is an adventure game 
with a difference. An adventure game 
usually involves a dangerous 
expedition, or Quest, with obstacles to 
overcome, enemies to face and 
treasure to find. In fantasy games the 
added challenge is that players do not 
play as themselves but take on a 
character, or role. Because of this they 
are often called role-playing games, or 
RPGs. The nature of each character, 
including its powers and limitatiojls, is 
determined before the gamesiarts am 
players must rea ct to the prg plems i 
the adventure §er^ording to their 
character- 


The aim of the game is to gain 
experience and survive. A character is 
rewarded for success by being granted 
higher status, so a player can use the 
same hero in lots of adventures and his 
powers will develop all the time. 

In a role-playing game, several 
players may take different character- 
types and go on a quest together, but a 
player can go on a solo quest, as in 
Dungeon of Doom, and this can be a 
'good/vay of learning ho^flUo play. 



Double door 



Silver coins 


All the^ dice are used in 
DunOBons and Dragons * . 
different numbers of 
(des allow different 
dAftriiftg nf chAne<> tn 



ideddie 



Dungeons and Dragons* 

Anybody can invent a character and think 
of adventures for it, of course. But as a 
fantasy game gets more complicated, with 
lots of characters playing, and more 
monsters, magic and treasxures, it is useful to 
have a set of rules as a guideline for 
conducting events. This ensures that the 
game is consistent and fair to all players. 

The first people to publish the rules they 
had developed for their fantasy game were 
two Americans, Gary Gygax and Dave 
Ameson. They called their game 
Dungeons and Dragons* and it appeared 
in 1974. In this game, you use many-sided 
dice, like the ones shown here, to decide 
character-types and calculate the outcome 
of battles. You draw a map as you explore, 
like the one that has been started on this 
page. You canhuy Dungeons and 
Dragons, and many other fantasy games 
that have been invented since, in games 
shops (see pages 46-47). 


is a registered trademark owned by TSR Hobbies Inc, 


8-sided die 


Fantasy games for computers 


r As fantasy-type games became popular, ' * 
people adapted them for computers. 

Games were developed on mainframes and 
were condensed for home computers. A 
micro has a small memory and is normally 
only used by one person at a time, so many 
programs are solo, text-only games, like the 
one on this screen. These are more like 
straight adventures than role-playing 
games. 


you ARE IN A DARK WOOD 
A RIVER FLOWS SOUTH 
A PATH LEADS WEST 
YOU CAN GO S U N 



One solution is to use computers simply as 
an aid to fantasy games, and there are 
programs just for making characters, 
planning dungeons or deciding combat 
results. New games are appearing, though, 
which use graphics for locations, like the 
one shown here, or in which the solo player 
can take a different character each time he 
plays, or play with several characters at 
once. 


Although Dungeon of Doom is a solo 
game, you can create a variety of 
characters for yourself, as in a non- 
computer role-playing game. You can 
also design dimgeons, which appear as 
a plan on your screen. This screen 
shows a half-planned dungeon for 
Dungeon of Doom*, 

Some of the computer games you can 
buy are given on page 46. 

What sort of program is 
Dungeon of Doom? 

The program for Dungeon of 
Doom could be described as a 
“calculating database”. This 
means that the program is based 
on numbers, amd actions in the 
game are decided by calculations 
involving the relevant numbers. If 
this sounds complicated, don’t 
worry-, it is explained in deteiil 
later on. 

The program uses sound 
effects for battles, and graphics 
which you program yourself 
(called “user-defined”). Once you 
understand how these work, you 




can adapt them for programs of 
your own. 

The structure of the program 
could also be adapted. It is 
divided into three inter-relating 
parts. The routines you use to 
create dimgeons and characters 
are programmed separately, then 
your creations are loaded into the 
game program when needed. 

You could use this structure in 
programs other than games 
where you want to work 
something out first and add the 
result to the main program later. 


*Screen display may vary slightly on different computers. 


Dungeons and characters 

To play a fantasy game, you first need a dungeon and a character who is armed and 
ready to enter it. 


What is a dungeon? 

A dungeon is where your fantasy game takes place. It is 
usually called a dimgeon, but it doesn’t actually have to 
be a dimgeon at all. Dungeon of Doom is set beneath the 
ruins of the Castle of Crekkan, but you could venture to 
another planet where cdiens are plotting the destruction 
of Earth, or into a cave where prehistoric creatures have 
survived. Even a city like London or New York could be 
the location for an exciting game. 

To be really convincing, your dungeon should be 
filled with creatures and things that you might expect to 
find there. In a cave you might find a magic sword and 
evil trolls, but in Space, Martians with laser guns would 
be more likely. 

Make your treasure appropriate, too. A Space 
adventurer could be searching for the Martians’ plans to 
destroy the Earth, or a Knight of Old might be seeking 
buried gold. 


Dungeon levels 

Once you have collected the treasure from your 
dungeon and escaped alive, you can have further 
adventures in your fantasy world by inventing more 
dungeons, which should get progressively more 
difficult. Your character must gain experience in the 
easier dungeons, though, before he can try his luck in the | 
more dangerous ones. 



Here is a picture of some 
dungeons. There are three 
levels. The top one is the 
first one you enter and is the 
easiest to survive in. They 
get more dangerous as you 
go down but there are 
greater treasures, too. 
When you plan your 
dungeons it is up to you to 
grade them so that courage 
and experience are 
properly rewarded. 





Inventing a character 

A character is the hero who enters your 
dungeon. Like everything else, he should fit 
logically into the setting. A Knight of Old 
wouldn’t get far on an alien planet. 

Every character in a fantasy game has 

Barbarian 


Kniqht 


attributes, such as strength, agility, aura 
(magical ability) and so on. These are 
decided before the game starts. In 
Dungeon of Doom the computer gives you 
a score beside each attribute which shows 
how much of that quality your character has. 
You also get a few modification points with 
Scholar 
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strong andhcn 
Loves toJxqnL 
Lou^ intetugence. 
No magic (wilityi 





Also strong^ but more 
inteffigent. Does not 
ofwavs rush into a fight. 
No magic. 



ijWj b 

goodfighter. 
High intelligence. 
Some magic ability. 






which you can change your scores if you 
want more intelligence, or less strength, for 
excunple . 

The attribute scores determine your 
character-type. If you use your modification 
points to change them, then your character- 
type may change, too. (Makhig a character 

Magician Thi^ 


loi Dungeon of Doom is fully expleiined on 
pages 18-19.) 


These pictures show some possible 
character-types and their attributes for a 
typical dungeon setting. It’s your job to 
make the best use of your character’s skills. 

Dwarf 





Not strong^ avoids 
pfiysicaC combat. 
\%ry inteUigent. 
rfutn 


ite 


ser 


Uses powerfutmagic. 


U Fairly strong andintelUgent.l I l^ughofidviolentjdespi 
Avoids combat. Friers to M being smalL Has some 
use cunning where possible. H magic abilities^ like seeing 
No magic. H 


inthedark.' 









Trading post and dungeon master 

In most fantasy games, the character you create will have the chance to visit a shop 
or trading post to buy provisions before setting off on a quest. Dungeon of Doom 
follows this pattern and presents the player with a choice of armour, weapons, 
food, magic items and lights which the hero can buy. The computer shows how 
much gold the character has to start with and he can spend it as he likes. 

Metal armour is 
strong but also 
heavy. Slows 
character 


% N 




OuC^s 
morei 




Here are some weapons and armour your 
^mght carry. 

Below are some of the magic items you might 
^use. 

Necronomicon 
(book of spells used 
by a necromancer, 
who calls up the ( 

Amulets 
(ornaments 
with magic signs 
to ward off evil). 
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Magic scrolls 


*^Magic potions to 
heal wounds. 


What different charactersbuy 

In most fantasy games, the rules limit what 
each character-type can buy. This makes 
things fairer. A magician, for example, may 
be allowed to buy magic items but no heavy 
weapons, while a barbarian can buy arms 
and armour but no magic. This means that 
each character-type must fight according to 
his special skills. 

In Dungeon of Doom the computer 
refuses to let certain character-types buy 
certain items, so that none of them has an 
unfair advantage. When you create 
different dungeon settings and character- 
types you will probably find it necessary to 


have linutations like these, too. 


Bargaining 

It is quite normal to bargain for goods in the 
trading post. The computer allows the 
player to bargain in Dungeon of Doom , but 
may not accept his first offer, so he must 


■> 


keep trying until the price is agreed. The 
Book of Lore on page 29 tells you how you 
can spend your gold and bargain for goods 
inPujigeon of Doom. 





The role of dungeon master 

The dungeon master invents the dungeon and everything in it, and stocks the trading post. 
He directs the gaune, Wctming your chauracter about danger or treasure. He does not usually 
take a chauracter and join the quest. 


All charactexB need food and 
clothing, of course. 


Flour 


All sorts of other things might 
be useful and could be for 
sale. 


Who plays the dungeon master? 

In Dungeon of Doom you are both dungeon 
master and hero. You create the dungeon, 
then, when you enter it as a character, the 
computer takes over the dungeon master’s 
role. You can find out how to create your 
own dungeons on page 28 . 


ig to light it wit 


The computer as dungeon 
master 

The computer keeps track of the state of 
play. It reveals the dungeon as your 
character explores, and changes his 
attributes as things happen to him. For 
example, his strength score will go down 
during a fight, and his experience score will 
increase. All the treasure he finds is 
recorded, too. 


An unknown dungeon 

You will probably not remember the exact 
location of objects in yoiu: dungeon, 
especially if you create more than one level 
at a time. However, if you want the dungeon 
to be a complete surprise to your hero, 
perhaps you could persuade someone else 
to design it for you. You and a friend could 
make dimgeons for each other. 


Practise being 

dungeon 

master 

Try to think what the 
characters might need 
for a fantasy game in 
space, or in vampire 
country, or in a detective 
story setting? These 
shopping lists will give 
you a start. 


Disguises 

Bullets 

Pistol 
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Wine ^ 
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in the dimgra 



obn*t forget fheWw: it and 

QlIggBIH 





The Dungeon of Doom program 


A good computer fantasy game program must let you make dungeons and 
characters, and must have exciting action routines, too. Each of these uses memory 
space and you might not have enough room if you try to put them all in one 
program, so Dungeon of Doom is divided into three shorter programs, called the 
dungeon generator, character creator and game module. Each one is kept on a 
separate cassette and you use them one at a time. 



Save 




This screen shows a partly-designed 
dungeon, made using the dungeon 
generator program. * This allows you to 
place objects on the dungeon plan using 
graphic symbols. You move the cursor into 
position, then place an object there by 
pressing a number key. Each symbol 
occupies a letter-sized space on the screen. 


The whole dtmgeon plan is 15 x ISspi^s. 
This leaves enough room on the screen for 
the rest of the display (messages and 
attribute scores) and does not use up too 
much memory when fed into the game 
module. Once you have typed the program 
into your computer you can save it on a 
cassette. Then save the dungeons you plan 
on the other side. 



The character creator 


Modi ficatiom 
^l^4T5 




CHftRftCTER CREATION 
POINTS 4 


Save 


SIRENGTH 

VITALITY 

ABILITY 

INTELLIGENCE 

EIPERIENCE 

LUCK 

AURA 

MORALITY 
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The screen above shows a character being 
made using the character creator. * This 
program is in four “pages”, which appear on 
the screen one at a time. The first page 
shows attributes and modification points for 
changing them. Any modifications you 
make may change the character-type, 
which appears on the screen. You cannot 
modify the experience score; more points 


must be earned. 

The other three pages offer goods for 
sale and gold coins to spend. There are 
limitations on what items different 
character-types can buy, and they can all 
be bargain^ for. Finally, you can name 
your character, using up to ten letters. 

You can save the character creator on 
one side of a cassette and any characters 
you make on the other. 


Thescreen displays may vary slightly from theseon different computers. 


The game module 


The game module is the program you use 
when you are ready to play the game. It 
asks you to load a hero and a dungeon from 
their cassettes, so you must design at least 
one of each beforehand. You load the hero 
hrst and the computer looks at his 
experience score. Then when you load a 
dungeon it compares the dungeon level 


number with the hero’s experience. It wiD 
not allow a character to enter a dungeon 
level that is too advanced. 

The game module must contain data to 
interpret the dungeon and character that 
are loaded, but does not need to know how 
they were made so the data doesn't take up 
much memory space. 




The computer numbers your 
dungeons so you can save 
them one after the other, with 
easier ones first and more 
difficult ones later. The 
olqect of the Quest (the Lost 
Idol) should be in the last 
dungeon. 


What you see on your screen 

The game module sets up your screen as 
shown below. * The graphic symbol that 
represents your character is placed in the 
entrance to the dungeon you have loaded. 
The attributes are displayed on the right of 
the screen. The rest of the dungeon is in 
darkness, waiting for the hero to explore. 


Load dungeon 


YOOR CVHARA1TE.R 


ME^SAfiE Sox 


^TASTINq 

Ecoses 


, WILL;«AKOER£R^ 


Save game 


Only attributes that change 
appear on the screen. The 
others, such as luck, affect 
the outcome of various 
actions but remain constant 
once the character has been 
^ made. i 






Load character 


Saving the game 

You CcUi save the game module program on 
one side of a third cassette. You can then 
save a game in the middle of play on the 
other side. The attribute scores and the 
hero’s position in the dungeon will be saved 
so you can start again where you left off. 


hat happens in the game 

All the moves the hero can make are in the 
game module program. There are routines 
which allow him to Attack, Reveal, Get, 
Conjiure etc. There ou:e also routines which 
automatically activate monsters and traps. 
As the hero moves through the dungeon 
and the computer activates these routines, it 
also has to update his attribute scores, 
which change according to what happens. 


By using three cassettes like 
this, you can make or erase 
dungeons and characters as 
you like and save a current 
game without accidentally 
erasing part of the program. 
Remember to label your 
cassettes clearly. 




What the game module does 

These two pages show you the structure of the game module program. The actions 
in the blue boxes show the main order of events. If you folio w the red line from 
START you will discover how the computer works through the program and does 
all the jobs necessary to play Dungeon of Doom. 


Which 
sub- 
routine 
do I 
need? 


6 . These are the moves the 
player CcUi make. Each one 
involves a complete set of 
actions started off by the 
player’s instruction. Each 
set of actions is called a 
subroutine. There are more 
subroutines than is 
suggested here, as, for 
example, when you Conjure 



there are eight different 
spells to choose from, and 
Attacking uses different 
subroutines depending on 
how the battle goes. 


\ CHARA^CTER 
' FA.CIMC 
EAST 

7 . These subroutines are not chosen by the 
player; they are activated by the 
subroutines in the yellow boxes. There is a 
message at the end of each subroutine to 
send the computer back to the next action in 
the main order of events (the next blue box). 
The computer will repeat a subroutine 
every time it is told to. 


I Does this sub- 
routine use a 
noise? 



^FAONQ 

WEST 


This is what 1 
need to know. 


FACING 

NORTM 


FACiNq 

'South 


\. 


2 . Here is the INITIALIZATION 
section. It contains data stored in 
arrays. How you set up arrays and why 
they are kept at the end of the program 
is explained on page 14. 


10 . If there are no monsters or traps to 
be activated, the computer moves on to 
the next action. 

Which character wiU it be today? 
Barbarian, Warrior, Wanderer, Mage . . .? 

3 . Next, the computer reminds the player 
to load the hero and dungeon he wants to 
use from their cassettes. 


INITIALIZATION 


.LOAD 

^CHARACTER 



LOAD 

DUNGEON 
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1 . The first thing the computer does is go 
right to the end of the program to the 
INITIALIZATION section. This is where the 
information, or data, for the game is stored. 


START 



CHAf\AC‘Tf 




Right! 
Off I go. 



4 . The computer now has all the 
information it needs to play the game. It sets 
up the screen ready to start by putting the 
hero at the entrance to the dimgeon and 
displaying his attribute scores on the screen. 

5 . It then checks the keyboard to see if the 
player has pressed a key to tell his 
character what to do. If he has, the 
computer will branch off from the main 
order of events to deal with the action chosen. 


SETUP 

SCREEN 






Monster 


8 . Sometimes the computer makes a move 
in response to the player’s move. These are 
also dealt with by subroutines which cure not 
in the player’s control. 


ACTIVATE , 
MONSTER 


ACTIVATE 

TRAP 


1*1 


3RD 

hloislST 




COMPUTER'S 

MOVE 


9 . Here are the 
subroutines the 
computer can use. 
They activate 
monsters and traps. 

TRAP 


1 1 . Before the player can give the next 
instruction, the computer has to calculate 
the new status of dungeon and character. 
These are affected by everything that has 
happened in the subroutines activated by 
the player’s last instructions. 

If the hero is still alive, the computer goes 
back and waits for the player’s next 
instruction. If he has been killed, it ends the 
game. If the player wants to interrupt the 
game, the computer can save it. 


UPDATE 

STATUS 


END 


SAVE 


DEAD 




What the dungeon 
generator and character 
creator do 

On the last two pages you saw how 
the computer works ttuough the 
game module program. The 
dungeon generator and character 
creator programs have a similar 
structure, although they are shorter 
as they have fewer jobs to do. 

This is what the dungeon generator 
program looks like: 



And here is what the character 
creator program looks like: 


Storing the data 

Here, and on the next nine pages, you 
will find explanations of how the three 
parts of the program work. On this page 
you can find out about initialization. 
Each part ofDungeon of Doom has its 
own initialization section, and it is this 
which contains the data the computer 
needs to run the program. 

To put data into the computer you 
have to tell it to put aside space in its 
memory. This space is called an array 
and it is like a row of boxes. An array for 


like this. 


rTonr array must 
have a name 80 it 
[can be found again ^ 
^asily^ 


The array below is called T$(yousay“T 
string”, or “ T dollar”). It contciins the 
messages to be used inDungeon of Doom. 
It has to have the sign $ after its name 
because the data in it is words. It is called a 
string array. A numbers-only array can be 
labelled without the $. These lines from the 
game module show how to set up this 


T$(7) is the message “NO UGHT”. 
Whatis T$(3)? Answer on page 47., 









2610 DATA 'A GOOD BLON',"«ELL HIT SIRE*, ’THY AIH IS TRUE*, ’HISSED!*, ‘HIT THEE!!* 

2620 DATA "THE MONSTER IS SLAIN*, *N0 LIGHT*, ’BROKEN THY *, “SPELL ETHAUSTED* ^ 

2630 DATA ’PRESS ANY KEY*, ’YOU NEED EXPERIENCE", ’EXIT FROH THIS LEVEL* 

FOR 1=1 TO 12 To put the data in the airay the computer 

2650 READ T $ ( I ) ' ,lobps round 12 times and puts one item of 

2660 NE X T 1 _ ' data from the data list into the next space in 

the array each time. 

Whenever a message is needed during 
the game it will be referred to like this: 
T$(5), where the munber in brackets tells 
''' the computer which box to look in. 


^ / ' ' 


^/Eachboxhasaniunberandju 
holds one item of data. -^3 


< - 'Ti ^ 

f . ■ , - ‘ ‘ ■ 






, In BASIC yon write 
DIM to dimension an 
array. Two arrays 
are dimensioned here. 


[ Here are the^ 
messages. There 
are 12 of them.J 




2D arrays 

T$ is a one-dimensional ( ID) array. Dungeon of Doom 
also uses two-dimensional (2D) arrays. A 2D array is like 
rows of boxes stuck together in a unit (see picture 
opposite). This unit stores the room-contents of the 
dungeons you plan. It is called R and contains 15 x 15 
boxes. You dimension it like this: DIM R( 15, 15). A box in 
the unit is referred to like this: R(3,2). The first number is 
the column it is in, and the second is the row. 

The character creator uses a 2D array for the four 
pages of attributes and possessions. Each page holds 
eight items. To refer to any individual item, you tell the 
computer which page it is on and its position in the list. F 
is the label for attribute scores, so F( 1 ,4) is the fourth 
attribute on the first page. 


Why initialization 
is at the end 

Although the computer 
reads the initialization 
section first, it is placed 
at the end of each of 
these programs. 
Initialization is a large 
block of data, occupying 
many lines. If it were at 
the start it would slow the 
game down, because, 
whenever the computer 
is sent to find a 
subroutine, it checks 
every line munber from 
the begiiming until it 
reaches the right one. 



How the dungeon generator works 

In the dungeon generator program you initiali2ation section, 

use graphicsymbols that are not 
standard in your computer's memory - 
monsters, potions, treasures and so on. 

These are called "user-defined 
graphics" and are pro^fcammed in the 


The example below shows how the 
potion symbol was designed and 
programmed. The same method is used 
whatever micro you have, although the 
commands mav diffe 


cCnUjJ a ^rid of 8 K& 

Sfpm/ts to rtj>re^n<r 
Sffoc& ycior Syntfxrt cuilL Ococ4 ^ . 

Your oohoCe. Sc4^een' uo of tinu 

SpfOreS and aCC Heybotunds 
are, tdefimot Cn an cireA of 8 xi ^ 

So yovr neW Si^ntbo^ C*>iCL he, to^. 

^ SfkicU in td\e to #vw>Ce tke 

yo\/ ojfOJnt^ 

^ tho SyotbeC ferr y<nor CoA^t/ter 

rocj hy rcTU. To do thiS,y<ro nurnhor 
the coCt^ns as in 6 ^ pictoreiThen 
yCve a value to each coco hu addira 
toyethejT the numbers at the top of 
each coComn cjhere thexe is a Sfuxded 
S<ftnxre . 



4+8^16+32=60 

8+16=24 

4+8+16+32=60 

2+4+8+16+32+64=126 

2+4+8+16+32+64=126 

2+4+8+16+32+64=126 

4+8+16+32=60 


1030 DATA 0,60,24,60,126,126,126,60 

The way you feed this data into your 
computer varies enormously. Space has to 
be found for it in the memory, where 
everything is referred to by code.( Most 
micros use the same code, called ASCII - 
American Standard Code for Information 


This line desciites your new 
gra pMc symbol to the computer. 

Interchange). Many of the available code 
numbers are used to refer to the keyboard 
symbols and other data the computer needs 
to work. But most computers have some 
“spare” code numbers that can be used to 
label new data put in by you. 



Putting symbols on the 
screen 

You place symbols on the screenby 
pressing a number key. The computer 
needs instructions for relating the key you 
press to the ASCII code for a particular 
symbol. Here are the lines that do this: 



A nmnber is the same as euiy other 
eyboard symbol to the computer and is 
referred to by an ASCII code. VAL tells the 
computer not to refer to the code for that 
16 key, but to its face value. 


R(X,Y)= location CO=OS-(-6 I=keypressed 

OS is an offset number, used to calculate 
ASen codes for graphic symbols. Here, 
OS= ASen code for the first symbol. The 
next one is OS-H, euid so on. However, the 
first five symbols are only used in the game 
module (see page 44) and do not relate to 
nmnber keys, so a definition CO is 
introduced. CO=OS-l-6 (see line 770). The 
computer now skips the first five syinbols 
and calculates CO 1 to find the correct 
code. 


0 o 


More routines in the dungeon generator 


The dungeon generator’s job is to let you 
position the synU^ols you have defined on 


your dimgeon plan. Here cure the commands 
that allow you to do so: 


TJ computer to the Help /“"T^ 

H I routine, which reminds yon f \ Movescursorup 

which number represents which | 1 screen, 

symbol. 1 J 








120 IF I»='A* mm THtM iEO=Y-l 
130 IF 1$=‘Z’ AND Y<15 THE* LET Y=Vt 
140 IF Il=*ir AND X >1 THEN LET X=X -1 
■150 IF Itv’ir^ANO TtaiietiET X=X* 
160 IF ANA m‘i^THEN-60SUB 


o 

o 

_J^ 

^ a 


1 "V 

SO 0 



Saves dungeon 
(see below). 


Moves cursor 
down screen. 


Moves cursor to 
the left. 


Moves cursor to 
the right. 


Saving the dungeon ’ 

Finally, the dungeon generator must allow 
you to save your dungeon. It does this by 
remembering which symbol is in each 
location (a blank counts as a symbol, too) 
and saving this information in a \oi\g line as 


470 FOR J=1 TO 15 
480 FOR K=i TO IS 

490 LET SI=S$+CHRI(R(K,J)I 
500 NEXT K 
510 NEXT J 



CHR$ tells computer that the ASCII code 
in location R(X, Y) represents a symbol. 
ASC **decode8” CHR$ in the game module.* 

520 LET SI=SI+CHR$(IX+0S): 

LET SI=Sf^CHRI(IYiOS) 


The symbols that come 
between “/” and in the 
computer’s memory are 
numbers. 

a string variable, called S$.S$ can then be 
loaded into the game module. Here you 
can see the save and load dungeon 
routines side by side. 


—/ GAME MODULE 

im PRINT tab (0,3); -PREPARE 0UN6EQN TAP£- 
1780 LET NI=TIU0):60SUB 370 
1790 OPEN 1,1,0, •LEVEL* 

1800 1NPUTC1,S$ 

1810 CLOSE 1 
1820 IM 

1830 FOR Y=1 TO 15 
1840 FOR X=1 TO IS 
1850 LET R(X,Y) 

=ASC(HIDI(Sf,l,ll) 

1860 LET IMfl 
1870 NEXT X 

1880 NEXT Y I 

1890 LET IX=ASC(niDI(SI,I,l))-0S— J 
1900 LET IY=ASC(HI0l(SI,lM,in-0S 


M1D$ tells computer to 
pickasymbol out of the 
middle of S$.^ 


Location of entrance is saved by adding OS, 
and loaded into the game by subtracting OS. 


530 LET SI=SI^CHRI(LEfOS) — 

540 PRINT tab(l,4)*ANY KEY TO SAVE*;: 
6QSUB 430 


550 OPEN 1,1,1,*LEVEL* 

560 PRINT£l,St 
570 aOSE 1 
580 PRINT tab(l,4); 
LEFTI(BI,H) 

590 LET LE=LEil:60SUB 700 
600 RETURN 


1910 LET LE=ASC(HIDI 
ISI,I+2,1))-0S 


Level number is also saved and loaded by 
adding, then subtracting OS. 


I sure the level 
inumber 


number against 
character’s 
experience score 
(F= array of 
attributes - see 
2D arrays on 


1920 IF LE>F(S) THEN 60SUB 1960:6010 1770 — 
1930 60SUB 2790 

1940 LET NX=IX:LET NY=IY:LET 0X=NX:LET 0Y=NY: 
LET DX=255 

1950 RETURN 


'Not on the Spectrum. Conversions are given where these commands occur. 






How the character creator works 

These pages look at the character creator. Initialization is at the end of the listing as 
usual. Have a look at the arrays. It is easy to pick out F$, which names the 
character's attributes and goods for sale as it is a list of words. But there are two 
number arrays which you ma y find confusin g. T^ eseare explained below. 

TT o 


1240 DATA ’ ’ 
1250 DATA 18, 15, 9, 9, 14,8,6.6 
1260 DATA 20, 15, 14, 12, 


wrTirrTTv^; — ' 
J3« im , 


.3.3.1, 1 


[This axray is ] 
caUed F. It 
contains the 
prices of 
>ods on sale. 


Remember F is a 
number array and 
F$ is a word 
array. They are 
two completely 
different things. 


This one is called P (for ‘^^otection*^ 
numbers show how much offensive power 
(magic, weapons) or defensive power 
(armour, potions) the goods in have. The 
computer uses these values in action 
routines in the game module. 


Flags 

Here is another number array which looks 
rather different. 

O 1140 DAim001'\ *1)0011*^^ 

o 1150 DATA’OOOll*, *0001 !■,• 1001 r 

o 1160 DATA* 11 100", *00100“, ’ll 100" 


These sets of Is and Os are called flags. For 
each of the goods in F$ there are five flags, 
which indicate whether a certain character 
can buy that item or not. 


Routines in the character creator 


The lines below define the character-type 
according to changes in important attribute 
scores. If you look in F$ and C$ to find the 
words you need you can “translate” these 
lines into sentences: 

To mid out whicli 
attributes are 
concerned, read F$. 

The section on 2D 
arrays on page 15 
tells yon how. 



120 If intelligence score is more than 6 and 
morality score is more than 7, then 
character-type will be a cleric. 

See if you can write similar sentences for 
the other three conditional lines. * 



120 IF Fll,4)>6 AND F(l,8)>7 THEN LET C=2 

130 iF F(l,4)>8 AND F(l,7)>7 THEN LET C=3 

140 IF F(l,l)>7 AND F(l,8)>5 AND F(1,1)^F(1,2)>10 THEN LET C=4 

150 IF Fn,l)>8 AND F(l,2)+F(l,3)>12 AND F(l,8)<6 THEN LET C=5 
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Finding items on the lists 

The character creator is in four pages with 
eight items on each. The line which tells 
the computer which item you want to 
modify or buy looks like this: 

270 LET N=8f(J-2)+K 

N is the item you indicate with the cursor. 

J is the number of rows used on each page. 

K tells the computer how many rows to go 
down the page to find the item. 

8 teUs it that there are 8 items on each page. 




[ If savs fl — 2) 1 


CHARACTER CREATION ^ 

/ because the top i 


POINTS 2 [ 

two lines aren’t / 



. items on the list. J 


STRENGTH 

VITALITY 

AGILITY 

INTELLIGENCE 

EKPERIENCE 

LUCK 

AURA 

MORALITY 


*Answers on page 47. 



Bargaining 


Bargaining is an important part of the 
program. Here’s how this routine works. 


Subroutine 860 tells 
computer where to 
display message. 


► You type in ] 
the amount i 
you offer. 


This calculates 
the bargain 
price (which 
you are not 
told). BR= a 
random number 
between 1 and 3. 


570 LET H$="":S0SUB 8i0 
500 PRINT tab (2,2); "YOUR OFFER"; 

590 INPUT OF 
600 60SUB 680 

610 IF 0(N))0 AND N(23 THEN LET 
-YOU HAVE IT S1RE“:RETURN 
620 LET PR=F(J.K)-BR 

630 IF H<PR THEN LET «l="Y0U CANNOT AFFORD-: 
RETURN 

640 IF 0F>PR AND Y=1 THEN LET 0(N)=0(N)fp(NI : 

LET H=H-PR:LET N$=-TIS YOURS' " 

650 IF 0F<PR AND Y=l THEN LET H$=-0FFER REJECTED" 
660 IF H<0 THEN LET H=0 
670 RETURN 


If offer is equal to or more 
than bargain price, you can 

Saving the characterV Kem. if not, yon cant 


This subroutine 
checks if flag is 
on or off, to tell 
the computer if 
the character can 
buy this item. 


This prevents you 
buying more than one 
of each item, except 
potions and salves 
(objects 23 and 24). 


H=gold coins left. 
If it’s not enough 
to pay the original 
price of the item, 
you can’t buy it or 
even bargain for it. 


Your character is saved in a similar way to 
the dungeon (see page 17). The data in this 
case is not graphic symbols, but numbers. 
However, to avoid the numbers being 


confused with ASCII codes already in use in 
the game module, they are saved as if they 
were symbols by adding an offset number, 
AS. 
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'Not on Spectrum. Conversions are given beside listing, where necessary. 






How the game module does its job 

The game module deals with the hero’s encounters with objects in the dungeon. 
The graphic symbols for these objects are defined as C0-C8, so you canspecify 
certain symbols, or groups of symbols. C7 is the last object before the monsters, for 
example, so you can say that objects with a value of more than C7 should behave 
like monsters. 

Service subroutines 

These subroutines are shown in the pink 
box in the picture on pages 12- 13. They are 
routines for messages and sovmds which 
are frequently activated by the action 
si±)routines (in the yellow boxes). 




380 PRINT tab(0,5);ni 
390 LET I$=irikey$ 

400 IF !$=-• THEN GOTO 390 
410 PRINT tab(0,5);LEFTI 
(B$,Nl;:LET H$=" 


The one above tells the computed: to print a 
message, then wait until a key is pressed. It 
is used in the conjure routine when you have 
to choose a spell. The one below prints a 
message on your screen for a 
short time. 

430 paper 2: ink 0 
4440 PRINT tab(0,5);HI; 

450 FOR D=1 TO 600: NEXT D 
460 PRINT tab(0,5);LEFT$ 

(BI,N);:LET Hl=- 


Here are some more 
screen handling commands.) 


Message stays 
on your 
screen while 
computer 
counts to 600., 


Screen-handling 



In both message subroutines (see left) 
there are screen-handling conunands 
to teU the computer cuiy colour changes 
you want to make and where to print on 
the screen. Different computers have 
different colour conunands. The 
Conunodore 64 has special colour 
keys. The Spectrum uses PAPER 
(backgroimd) and INK (foreground) 
plus a number code. The BBC and 
Electron use COLOUR, followed by a 
number to indicate which colour. 

PRINT (Conunodore 64, Vic), PRINT 
TAB (BBC, Electron) and PRINT AT 
(Spectrum) are commands telling the 
computer to print something at a given 
location. The lines on the left contain a 
print conunand which indicates 5 lines 
down from the top of the screen and 
starting at the left-hand edge (0 is the 
first avculable space to print in). * 


Sounds 

The other service subroutines cure sounds. Sound commands vary, but they must give 
volume (how loud), pitch (how high) and duration (how long). This is easy to see on the BBC: 

volume ^ pitch / duration 


350 S0UNDl,-15,J,2:RETURN 
360 S0UND0,-15,7,3:RETURN 


The Conunodore 64 has to POKE the data for sounds into registers (special locations for 
sounds in the memory). Two soimds are used, a “beep” and a “swish”. The Spectrum can 
only make “beep”-type sounds, so two different “beeps” give the different effects. 

In the first line given above, a variable, J, has been used for the pitch, so you can give 
instructions like this: 
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These lines will work on all the computers. This causes the pitch to rise from its starting point (1), 
to a much higher pitch (20), not by producing every soimd on the scale, but only every fourth 
sound (STEP 4). 


'Machine-specific methods of giving screen-handling commands are given on page 32. 




The conjure routine 




// 


' module is the conjure routine. In fact it consists of seven 

• t ^ ^ important part of a fantasy world and most 

character-types can use at least some speUs to help them in their quest. 




1000 PRINT tab(0,l);*Y0U MAY USE NA81CKS'; 

HUD IF 0(17)>0 THEN PRINT tab(0,2i;'FR0N NECRONONICON' 
1020 IF 0(18)>0 THEN PRINT tab(0,3);‘FR0M THE SCROLLS"; 
1030 PRINT tab (0,4); "CONSULT THE LORE* 

To UI 

1060 IF SL=0 OR 
(0(18)=0 AND SL) 


These lines check if yon bought I 
_ the Necronomicon, 0(1 7), or 
Scrolls, 0(18) and print a 
message. 


f=0 AND SL(5) OR 

If yon press the nnm£r of a spell yon have not 
j 90t, computer asks yon to try again. 

1070 LET N(SL)=H(SL)-1:LET X=NX;LET Y=NY 

1080 IF IKSLXO THEN LET H$=T$(9):LET SL=7 

1090 FOR J =1 TO SiPRINT tab(0,J) ;LEFTf (B$,«) :NEXT J:60SUB 570 
1100 ON SL GOSUB 1140,1190,1220,1280,1300,1390,1130- 
1110 LET F(5)=F(5)+.2 
1120 GOSUB 430 


1 snbrontiiie (see service subroutines, page 20). 
L SL=apell, VAL(I$)= number key prenecL 


★ 


r Subtracts one “go” from yow sioelt of 

the spell yon have jnst vMd. 

Tells yon if yon have mn oat of a spell. 


-Snbrontinesforoach spell, as 
describedbdow. • 


^Powersurge. Gives strengtli, F(llana 
vitality, F(2), a boost beyond their starting 
values to make character extra strong. 
1280 LET F(2)=F(2)+rnd(N(SL));LET 
F(l)=F(lMrnd(H(SL)):LET F(7)=F(7)-1 
1290 RETURN 


Sanctuary. If room character is in (RH) is 
empty, it turns into a protected space (C7) 
where he can hide. 

1190 IF RH=C0 THEN LET R(NX,NY)=C7 
1200 LET J=100:G0SUB 350:LET J=200:G0SUB 3 
1210 RETURN 


Metamorphosi^Whateverisinthis • ^ 

location becomes a different object at random. 

1300 FOR J=1 TO 30 

1310 LET R(N)(,NY)=rnd(8)M+C0 ^ 

1320 60SUB 350: GOSUB 570 ' 

1330 NEIT J - 

1340 IF RH<C7 THEN LET DX=255:LET. HS=0 
1350 FOR J=1 TO 20 STEP4 
1360 GOSUB 350 
1370 NEXT J 


Teleport. Transports character to 
random new location. Old 
location becomes a blank. 

1220 LEI NX=rnd(13):LEI Ny=rnd(13) 

1230 FDR 3=0 ID 255 STEF8 
1240 GOSUB 3i0:60SUB 350T 
1250 NEtT J I 

1200 GOSUB 480 I 

Here are the sound routines again. 


If it is used on a monster and new object is 
NOT another monster, this line tells the 
computer there is no longer a monster. 


1390 LET F(2)=S2:LET F(I)=S1:LET 

F(7)=F(7)-1 

1400 RETURN 

Healing. Restores strength and 
. vitality to their starting values. 


Superzap. These are soimd subroutines. 
Computer loops through them twelve times. 
1140 FUR J=1 TO 12 
1150 GOSUB 350: GOSUB 360 
1160 NEXT J 

1170 IF DK255 THENLE!1=HI:LETY=MY:G0SUB 940 
1130 RETURN \ y 

If there’s a monster, computer goes to 
routine to “kill” it (remove it from scre^ 




"«>ed2;i;r^ctertopicicup 
’f«*Ursx.-o ^®®^acmg. 

fH£ft i£f 5|-| r^ ■. ^^isracter can r\n i 

' W£*i ifi sr=i5 within diui( 

E" t£r r»!r»*i 
«!• SOSUB 1550 

’'^^ifhechaiaae 
“"eorpohoj^ ® 

tioJ ifitisfound (2) 

i'Sr.-sosoi J70 
"<« wncr j^T.c 




tcvo^®f -Yiaia^®^ ^ 
^tJvecP^ 


0(241^(241^1 


I over, 

f '^oun^tiL 

liia *' 

*3M «rUB« 

P“® makes th 
f^PPearfroi 
^een, using j 
5^’ientsrouti. 


' iius IS a 

sound 

5^ontine, 




renonghtobeatl ®**®'“no ^ 
5®|»l»iedal,]a2^£‘*>an<lmak. 

goes ap anrf ^^^cter’s 


UW IF IT*0 IHEII LET M»TI(7)i60SUBiJ0: 
HEIUBN N 

1700 FOR t*«T-J TO KY»3 
1710 FOR I-NI-3 TO NI«} 

1720 IF tl>0 AND K16) AND IY>0 AMD »<UI 
THEN EOSUBSTO 
1730 NEir l.NEIT 1 
1740 LEI LI=LI-I 

1750 RETURN 


More routines in 
the game module 

Here you can see the remaining action 
subroutines in the game module. In 
these routines you will find that all the 
character's attributes and objects 
ja( carried come into play. 


- Uthe.ooin-contenteroutiw(page22)reveate 

Monster attacks 

«.atj-?.LET KV=lt/l4!l£T monster-typc;M-monster-^r^ « 




^ U. .«.in .■.i-a.'i' <>■«'“"’ 

0X=J!LE1 U=>!L0 
410 RETURN 

MOLET 0»=LI-HI:LET S»=S8N(0«):LET 0T=LT-tNV.SYl:L 

r«=r(n«,nti I 

asa=S==s: 

H=H*.5:LET J=H:80SU8 350 
«n IF Hi12(F(41»F13) THEN 

jMUTM=T»«.:60SUB«0:80SUB340 


7M LET H$=m 5 ): 60 bUB ^ov;ou;.u« 

710 UT H=H/(3t0mtO(l01*0(int0(lI)*0n31t0ll 

7M UT 1=1:UT NB=0:LET HB=rnd(N» 1— 

7W LET J=HT:80SUB 350:8DSUB 360 ’T*V 

750 IF NB=10ND 0(11)0 THEN 60SUB 780 

S lFKll THEN LET l-m: 60 Ta 750 - 

2 UtTu.= 0:LET «oJ 

w UT HB=0;S0SUB 360:LET M:80SUB 3j 0 
aoo .pr f (i)=0:80SUB TW ^ 

SmNfuMl, 5 . 1 -TH 0 UH«ST^^^^^^^ 

Z SunSiSslB'SoSUB «0:gSUB «0^ 


a moMter, then this une v«-- 

sharactex to be activated. 

Finds distance between monster and 

new monster starting-position. 
F(l),andvitality,F(2),godown. 

subroutine at line 350 P™** «re 

“BROKEN THY” plo* weapon name from $• 

■S^O^euToutllecharacterisdead. 


These lines save the dungeon contents and 
character’s attribute scores in the same way 
as in the dungeon generator and character 
creator, only the graphic symbol that 
represents the hero is saved, too . 

22W 22W LET «l=*0ME HOMEHT PLEASE*:G0SUB 430 




2270 LET S»="!Ln Tt="^ 

2280 FOR t=l TO 15 
2200 FOR J=l TO 15 
2300 LET U=T»*CHR»lRtt|tl* 

2310 MEtT I 
2320 NEIT t 

2330 UT TI=T»*CHR*(0S«NII 
2340 UT T»'T»*CHR»(0S*NYI _ 

2350 UT S«=S»»CHRI(RS»0TI" 

2340 FOR 1°1 TO 0 
2370 LET SI=S»*CHRI(Fin*AS) 

2380 NEXT 1 
2390 FOR 1»1 TO OT 
2400 LET S»=SlrCHHI(0tll*ASI 
2410 NEXT I 

2420 LET SI=S«rCHRM8C»ASI 
2430 LET SI=S»«CHRI(TR*ASI 
2440 LET St=SI*CI “ 

2450 UT NI=*AHY NET TO SWE‘:60SUB W 
2440 OPEN 

2470 OPEN l,l,li*LEVEL*:PRlNTtl,T»;a^ 1 
2480 LET Fl'l 


- These lines save the 
dungeon by ma kin g 
string variable of 
theobiect-typesin 
each location. 

And these lines save 
attribute scores and 
^ objects carried in 
another string 
variable. 


De-bugging 





It is not easy to type the Dungeon of Doom program listing into your computer. Itis 
very long, and just one mistake, or bug, could prevent it working properly. So take 
it slowly and stop to check what you have typed every 20 lines or so. Take a break if 
you feel your concentration is slipping. 

/Common bugs to look out for^ 

■ Whenever you are progranuning there 

are certain bugs that frequently crop up 
Take care, for example, not to confuse 




zero with the letter “O", or the figure one 
with the letter “I”. Remember that every 


letter, number, space and punctuation 
mark is important. If you leave any out, or 
add extra ones, the game will be altered 
and may not even work at all. 


1 ^ 





/ Long lines and brackets j - 


In Dungeon of Doom there are a number 
of long program lines. The longer the line, 
the easier it is to miss something out so it is 
worth concentrating extra hard when you 
come across one. Calculating lines in the 
game module tend to be quite long and 
involved, like this one: 


This line calculates the character’s hit 
power. It uses a lot of brackets, which look 
confusing. Note especially the double 
bracket at the end. It is absolutely 
necessary to the sense of the line, so be 
sure not to miss it out here, or in other lines 
where it occurs. 




850 LET H=F(l)+0U)t0l21+0(3) 
+0(4)+0(5)tO(7)+0(8)+rnd(F(6)) 


^ /f 


/Graphics behaviour problems^ 






If objects behave in a strange way when 
you play, such as your character cannot 
pick up a “gettcdDle” object, or csn walk 
through walls, you should check to make 


sure that the object-type definitions C0-C8 
(lines 2930-2940) refer to the right 
symbols, as the computer uses them to 
define the behaviour of objects. 




/ Missing data 


~ 7 / Mis-loading 




If you dimension an array and leave out 
one of the items of data that should go in 
it, your computer will look for the 
missing item in the next data line. 

Number 

DIM C(8) missing 

DATA 10,11,1,4,6,4,9, ▼ here. 

FOR 1=1 TO 8 READ CdlrNEH I 

DATA “SWORD*, “AXE", "DAGGER" 

The computer will attempt to find the 
eighth item on this line. In this example 
you get a “TYPE MISMATCH” error as 
the computer tries to put a word into a 
number array. Even if the data is 
compatible, you will eventually get an 
error message as there will not be 
enough data to fill the arrays. 


If you load a dungeon when the game 
asks for a character (or the other way 
round) the computer will load what you 
feed it, but will not be able to make sense 
of it and you will get an unfamiliar 
arrangement of symbols on your screen. 
If this happens, you will have to reload 
the game module and start again. 




Expanding the game 




f NOTE: A monster’s speed and strength 

are decided by how much greater than CO 

y its code is (see line 650 in the game 

module), so the higher the code, the 
\ stronger and faster it is. ^ 


You 


lines 


insert 


can 


new 


labeUed 


191 


199 


here 


m 


want 


to 


you 


Changing the Book of Lore 

If any of the changes you make concerns 
which keys the player uses, you should 
make a note of them. The Book of Lore on 
pages 28-3 1 contains the rules. You should 
add any new ones on a sheet of paper, or 
make your own Book of Lore in an exercise 
book or notepad. 


The game module already states that any 
object with a value greater than CO -l- 8 will 
behave like a monster, so your new symbol 
will automatically do so. 

You must also change line 240 in the 
dimgeon generator to read: 

240 IF 1=9 THEN LET l=rnd(4) 

This now allows for 
foiu: monster-types. 


Once you are familiar with Dungeon of 
Doom, you will probably think of ideas 
for changing or improving it. Making 
alterations is a good way of practising 
programming. It's a good idea to make 
small changes first. Ifyou make more 
complex changes remember to check 
every part of the program that is affected. 
This is especially important in Dungeon 
of Doom as there are three inter-relating 
parts. 

Numbering new lines 

You may need to expand arrays, set up new 
ones or add lines. If you add lines, be stire to 
number them to fit between 
existing lines : 

190 IF N1015 TWt" 

200 LET RH-RiHx,HY, 


More monsters 

Adding more monster-types will make 
dimgeons more dangerous for your 
character. Here is what you do: 

You must design a new monster symbol 
(see user-defined graphics on page 16) and 
add it to the other graphic symbols in the 
dungeon generator and game module. 

You must also change the lines that feed the 
data in (see how to do this on page 46). Yoiu: 
new monster will have a value of C0+ 12. 
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Additional room contents 



To include extra types of room contents 
you must design and program new 
graphic symbols to represent them. 
This time you don’t want them to act like 
monsters so you must change line 590 in 
the game module to 
prevent this: 

590 IF ABS(DJ)<4 OR (RH<=C7 OR RIbCS) 

THEN RETURN 

This new condition refers to 
symbols with a value higher 
» than the last monster-type 
JC8). 


Here's how you could add 
,a torch symbol 

1 . Design your torch symbol, 
label it and add it to the dungeon 
generator and game module. It 
can be called CO + 13. 


2 . You must allocate it a key in 
the dungeon generator, which 
you press to place it in a location. 
There are no spare nuniber keys, 
so you will need to use a letter. 
Do it by adding a line: 

155 IF I$=-T- THEN R(X,Y)=C0+13 

Now the “T” key will place 
torches in the dungeon. 
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3 . The torch is “gettable” so you 
must clIIow for this in the Get 
routine in the game module. You 
should add a line like this after 
line 1490: 

1495 IF ST=C0+13 THEN LET L=L+12 

This adds to your stock of light. 

4 . You could try reducing the 
starting level of L (line 2240 in the 
game module) to make finding 
torches more important. 


Secret squares 


You can create secret traps or cause 
unexpected events by defining a new 
symbol as a blank, but with special 
conditions attached to it. It is “invisible” as it 
is the same colour as the backgroimd, but if 
a character tries to cross it he triggers some 
action as in the example below. 

NOTE: Each type of secret square 
must be allocated a key in the 
dungeon generator, as explained for 
the torch symbol on this page. You 
can add the lines relating to each 
square after line 350 in the game 
module. 





Rockfall 

You can program a possible 
rockfall by adding a blank 
symbol , C0+ 14 and this 
line: 

321 IF RH=C0+14 AND rnd(3)=l 
THEN PRINT •R0CKFALL*:R(1(,Y)=C1 » ^ 

This provides a one in three chance Aat the iT' 




d 


0 


/ 


way will be blocked if the character 
enter a location containing thi^e^^rr^ The 
room contents become a wall (Cl). A / 0 

message tells the character there has been * 7 ^ V 
a rockfall. . ^ . 


Secret message 





3 . It could siifiply 
be a me^ge of encouragement, or i^iild 
be ^memiiigtdbe iised’^dsewher^tfr^e 
such as I password (see right). 

7*tR(I,0^0:60&U|450[ 

.iitq 

tien crossed, it Qashe^ message, theii 
::omes ordinary blfink. ^ 





Using attributes 

You can mcike more out of the differences 
in attribute scores by using them as 
conditions for passing through certain 
locations. 

325 IF RH=C0+17 fiND F(7)<5 THEN LET N)l=01(; 
LET NY=0Y • 

32 E 1 n I^niiiir ,440 


Replace lines 1010 and 1020 in the game 
module with these: 

1010 FOR J=17 TO 22: IF OIJDO THEN LET 
«I=Y»(J-161;:60SUEI 450 
1020 NEIT J 

These lines now check which magic items 
the character is carrying (objects 17-22) 
and looks in Y$ for their names, which it 
then prints after the first line of the 
message, “YOU MAY USE MAGICKS 

froivt; 


MrrHA 

rtol4AI-lTY 
I ScoAt 

1-e**. e 


’ Don’t forget to add 
Y$ to initialization 
in the game module. 


Dimension Y$ by adding Y$(6)* to line 
2520, then list the data, like this: 

2555 DATA “NECRONOHICON', "SCROLLS', •R1N6‘, 
■AHULET", "SASH", "CLOAK" 

2556 FOR 1=1 TO 6:READ Y$:NE1T 1 

The line in the game module that checks if 
you have a particular speU niunber must 
also be changed: 

1060 IF SL=0 OR (0U7)=0 AND SL<5) OR (0(16) 
=0 AND SL>3) OR SL>6 THEN GOTO 1040 


These lines stop the character crossing a 
location containing a symbol CO-f 17 if his 
morality score, F(7), is less than five. A 
message tells the player why. This forces 
different character-types to take different 
routes through a dungeon. Don’t forget to 
allow alternatives, though. 

Using magic items 

At the moment, all six spells relate to 
either the Necronomicon or Scrolls when 
you play the game, although there are six 
magic items for sale in the trading post. 
You could make one spell relate to each | 
item, like this: / 


Don’t forget to 
write in the Book 
of Lore which spell 
belongs to which 
item, so yon can 
decide which spell 
to cast when yon 
conjure. 


Spectnim-users must put Y$(6,12) hen 


Password 

You could use the magic number from the secret 
message (see left) as a password, by adding these lines: 

ffi 323 IF RH=C0+16 THEN LET HJ='G1VE THE HAGIC 
'Z NUHBER':G0SUB 400 

sm 324 IF It<>"7" THEN LET NX=0X:LET NY=0Y 
m The character is not allowed to cross symbol CO -i- 1 6 tmtil 

[' the magic number is given. 


^QK OP JjOm 





These pages contain all you need tojmdyour 
way in "Dungeon o/Doom". Don't worry if 
th^e seems a lot to (earn. Ton use the three 
parts of the program separate^ so you con 
familiarize yxyursef with them one at a time. 
Allow yourself some practice games to get 
usedtopCimng- 


The dungeon generator 


V Vfien you wont to make dungeonsj load the 
dungeon generator programp'om its cassette. 
Whm the computer is ready it will set up the 
screen (ike this: 


THIS IS LEVEL: 1 \ Cursorcon't 

PRESSJLFiW Hap moveintotais 

area It is outside 



■ ^ _ - ‘ VT TT i II mm 

fflereSStSe symfiots amftfieir itumBer k^s: 
L - 0 erase __ 


6 exit 



2 potion ^ C ^ 


3 treasure o 8safep(ace\ 

4 Lost Idol ■:sSL 

5 entrance 


9moitsters 




:vj‘ 


tfte dungeon 
plan. 


This is the dungeon plan area A flashing 
cursor appears at the top (eft. 


Wamlti^ 

V Tfte compter memorizes the Cocation of the _ ^ 
^^trance symbol and places the character ^ 

^StRere wfx^ fie enters tfie dungeon. If you 
y place more than one entrance^ tfie character ' 
^^witt start on the Cocation of the Cast one. “ 


Help 


If you press Hfor helpj amessage tells you to 
"PRESS ANT KEY". Do so, andyouwillbe 
reminded which k^s to use to phmyour 
dungeon. The irfoirnation appears one line 
at atimeandyournust press any key again to 
read the next Cine. Here is the ir^ormation 
youwillbegivetv 


The idol should ordy appear in the Cost of a 
series of diingeonsj as the object of the 
Quest. 


Save dXfye<m amiesca^ the ^ogri 

Whenyou are happy withyour dungeon, 


Moves cursor 
up screen. 


Moves cursor 
to left. 



Moves cursor 
to right. 


tumyour cassette over atul save it on the 
other side from the dungeon generator 
program. Press S to show you are ready. You 
will be askedto wait "ONE MOMENT 
PLEASE ”, then be told ^'ANY KEY TO 
SAVE” andwhenyou press a k^ your 
dungeon will be saved and the congniterwill 
prepare for you to design the next C^eC You 
will not be able to save the dungeon if it 
hasn't got an entrance omC at C^t one exit so 
that the character can enter and leave the 


Moves cursor 
down screen. 


level lb escape the program press F. 
Dungeon levels 


Move the cursor into position using these 
keys. Then press a number key to place a 
symbol on the screen. The symBots and their 
number kevs are shown at the top of this 
8 page, on the right. 


You should design a series of dungeons of 
increasing chjficulty, with the Idol in the last 
one. Each series should be planned at one 
"sitting” as they ore numbered consecutively 
by the compute?} But it will start at 1 again if 
you turn the conWuter off. Three to five levels 
sfumhf Be enough for a good game. 



Tfte character creator 

When yon want to make a character, load the 
character creator program from its cassette 
When it is ready it will set up the screen like 
this: 


Message Sox 
Cursor 





STREM6TH 12 

VITALITY 10 

ASILITV 10 

INTELLIGENCE 4 

AURA 

HORALtTY 



Random mimSi 
ofmodificati 
points 

Attrafiutc scores given Sy the computer. 

A moves the cursor up the screen, 

Z moves the cursor down the screen. 

Move tfte cursor until it indicates tfte 
attriftute \wi want to change 
" -h ” addsfo the score (points are deducted 
from available modificationpoints). 

" — " sufttrocts jrom tfte score (these points 
then become a\mlable as modifxcatum 
points). 

s ^otmasyox^fessk^ the 
mtecfthei'^ 


A ondZ move tfte cursor again. 

Press " -f ” to ftuv on item at fail price 
Press " — " if you want to bargain. This is 
what happens then: 

cmhfiiur^UR orrc RT 

i Pla\^ Type a nwnber and RETURN 
Computer ITS YOURS or 

OFFER REJECTED 
Pfoyer If successful go to ne;^t item. 

If not, press ” to trv again 

or " -f to pay tfte 


^ j clwacter-type appears 
in the message box. Ifyou make big 
changes to one or two of tfte ^ 

scores, the character-type will 
pro^fyeftonge, . , 


Messages and save character ' ^ 

Ifyou mdicate on itemyour character-type is 
not aUowedto ftuy you'd 6e told something 
like, 

'^NOT FOR MAGE". 

Ifyou try to buy more than one of any item 
other than potions and salves, a message 
appears, 

'TOUHAVE IT SIRE". 

Vt^ften you have finished, press spacebar and 
you will be as ked to, 

"^^NAME THT CHARACTER". 

Before you do so, tumyour cassette over to 
where you MHxnt to save tfte character. Then ^ 

invent a name with up to ten fetters ondpress 
RETURN andyour character will be saved 




Whenyou are ftopp)^ witft tfte attribute 
scores, press the spacebar to turn to the next 
page ThefoUowing three pages look like 


this: 

Srhoury 


y^n QiBir 
^ SOLD COINS IJ 


2 HAND SHORD 

BROADSUQRD 

SHORTSMORD 

AXE 

NACE 

FLAIL 

DAGGER 

GAUNTLET 


Gold coins 


Prices 


^^Dimgeon of Doom** character-types 

This chart gives you a rough guide to the 
character-types in ''Dungeon of Doom". Tft^ 
con use strengtft, magic, or a combination 
offtotft in tfw Quest, and each type has 
advantages and ^advantages, asyouwill 
discover ifyou compare their performances 
in the same dungeon. 


This screen shows tfte Armoury^, where 
weapons and armour are for sale. Tfteotfter 
two pages offer Accoutrements (necessities 
for trie trip) andmagiefrom the Emporium. 
The number ofgoldcotnsyou have left 
appears at the top of each new page 


•C fiifurtLT^ 

Borftarian 

XVarrior 

Wtinderer 

Cleric 


v.hwn 

high 

mechum 

fbu' 

-yJflW 


V. Cow (none) 
low (none) 
rxKddum(s[ 
high (some) 
uVinigli 






Tirr^r^ 


'Tfie game moduCe 

Wfienyou are rea^ to startyour Quests load 
the qame modidejrom its cassette- When the 
conifniter is ready you wiU get the message^ 
"PREPARE HERO TAPE". Place the 
character creator cassette in your recorder 
andjvnd the character you want to load 
Your next instruction is, "PRESS AlsTT 
KEY". When you do so, the character will be 
loaded It wilC take 10-15 seconds depending 
onyour equipment 


You can'f plcw dntUyotihfiwe 
^s^designedat £^t one cfidrocter 


Ki^syou uscto 

A dtorocter con only move in the direction he 
isfacing. 


Tfiisfe^ 


u This key 
i^i»-tums him 
(pckwisc 


A iOfuCone dungeon. 





Next, jwi "PREPARE DUNGEON TAPE" 
and "PRESS ANY KEY" to load a dungeon. If 
the dungeon levelyou load is too chMcuUJbr 
the character's experience, you wilt be told 
"LEVEL TXIO DEEP. REWIND TAPE TX) 
POSITION FOR LEVEL 2". (The level 
given will matcfi tfte character's experience 
score,) 

If you leave the dungeon cassette inyour 
recorder, it sftouti be in the right place to 
load the next dungeon wfienyou need it. 


Cfium^e direction if you wont I 
to, tfim press M to move- ^ 


Reveof 




Uon't forget to remove the 
dui^eon cassette ifyou wont to 
.saypagome (seepage 31). 


VVfien thepreparations are complete, the 
scre«;(i wilt be set up like this: 

Yoiu* cfb^acter-type and name. ^ AttriSute 


YmuMBm 


scores. 


Direction 

character 


As the character explores the dungeon, the 
space he enters lights up andremains lit He 
can enter any location except those 
containing a wall or a monster. WaUs block 
the wcy andmoiisters witt attach 

Ifyoupress R, you will reveal an area of 
3x3 squares. BE UARNED: aTnonster 
^ revealed by the tigfit is activatedandwill 
^ give chase and attack. It cannot cross 
occupied spaces, though, so your character 
can ''hide" behind objects inthedungeofu If 
there are two monsters, only the nearest one 
ogives chase. 


Attack 

Tb attocfe, press A and keep pressing while 
the fight goes on. Messages at the top of the 
screenr^ort your progress. REMEMBER: 
u'atcfi tne attriSute scores. If your 
character's strength is running out, you may 
use magic (see page 31) or take a potion (see 
6etow) to recover. 


, jilk F . 

L- — isfacity. Potjons and saCves 


Character symbol 

placedin 

mtrance. 


Dungeon in 
darkness. You can’t 
see anything yet. 


Press P to take a potion or salve at any time. 
One of each is usedup whenever you press 
this key. They restore strcngthandvitality. 




MagicspeUs g 

The possessor of the Neavttom i con can 
use speCCs I to III. They are very powetfuL 
Here is what tftey do: 


Heating (k^6) 

A mUdspeCC that restores strength, and 
Vitaliy to their origmai valuer It is 
especiath^ usiful if the character has 
usedup^his potions andsalves. 


Conjure 


If your character is a magic-user andyou 
press C, the action is frozen and a message 
appears^ 


Eitherj or both of 
these Unes TTUtv 


^'YOUMATUSE 
MAGICKSFROM 

NECRONOMICON ^ ^ 

FROM THE SCROLLS ZwhichLqi^ 
CONSLUT THE LORE ^ 

USE SPELL NOr characZ- has. 


ConsuXt this page and choose a sped from 
those on the right. 


Superzegr (key 1) 

Monster is s(ain instantCy by a magic 
blow. 


Press G to get or pick up objects. Your 
character rmist be next to andfacing the 
thing he wants to get. When he gets the Lost 
Idolf the Quest is over. 


Sanctuary (6cy 2) 

Creates a scfe place in the location where 
thecharacterisstaruhng.Herefno 
rnoTistercaritouchhimandhecanregain 
hisstraigthtmtilheisreoifytomakehis jl 
escape. II 


Save game 

S saves the state ofplcy. The otfier sule of the 
^ame module cassette is a good place to save 
It. Wfieii you re-load, you start again wfxere * 
youleftoff. ^ \ 


JYaps 

TYaps are '^sticky” and hold a character back. 
Iffu crosses one, his strength is sapped and 
he mcy' not be able to move for a moment. In 
this case, keep pressing "M" to move oruf he 
should breakfree. If he is very weak, taking 
potion should help. 


j | f iHepon (k^ 3) 

Magicady whisks the character from 
his present locatiorito achffercnt one, at 
random. DANGER: this sped is 
unpredictable. If the user tries to 
materiolue in a wad it udd not work and 
he widstcy where he was. Or, it ma\^ not 
transfer him far enough to be out cf" 
danger. 

Spells IV to VI are containedin the Scrolls. 
They are less dramatic, but arc usefuCin 
a tight spot. 


Attribute scores 

Attribute scores charwe ad the time. Even 
moving through the dungeon causes the 
strengtfii score to flicker. StancUrrg stiff 
restores strength slowly. 

Aff exploits in tfte dbxngeon add a fraction 
to the experience score. VVften these offf up to 
a whole numher the score goes up and the 
character can exit to the next levei 

'Ib leave, place the character symbol on the 
exit symbol. Youwid be asked to "PREPARE 
DUNGEON LEVEL” andyou should load 
the next dungeon inyour series. Tying to 
leave before the experience score has 
increasedwidresuCt in a message, "TOU 
NEED EXPERIENCE”. 


Powersurge (h^ 4) 

Gives a huge boost to the user^ strength 
andvitaUty so he can fight more 
^ectively. 


MeUmtorphosis (k^ 5) 

TYansjbrms whatever ism the user's 
location into some other object. 
VtARNING: the ^ect is random. It con 
be usedagainst monsters but there is a 
chance that another monster- tvpe wid 
appear in its place. 
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Dungeon of Doom program listings 


On the following pages you will find the 
listings for the three separate programs that 
make up the Dungeon of Doom . They have 
been written to run on the Commodore 64, 
Vic, BBC, Electron and Spectrum, although 
some conversion lines are necessary for 
each computer. The conversions are given 
at the end of each part of the program and 
lines that need to be converted are marked 
with symbols, like this: 


Symbols key 

BBC/Electron # Vic a 

C64 ■ Spectrum o 

In addition, any part of a line written in 
lower case (PRINT tab, for example) must 
be replaced with a machine-specific 
command for your computer. The general 
conversion chart below shows you how to 
do this, with examples to make it clear. 


☆ The general conversions sho»<n below are iarked with this syubol in the listings. 


COrlflAND 

tdD(X,Yl; 

EXAMPLE 

PRINT tab(NX,NV>5);M$ 

BBC/ELECTRON 

TAB(X,Y); 

PRINT TAB(NX,NY+5);Mt; 

SPECTRUM 

AT Y,;: 

PRINT AT NY+5,NX;M$ 

C64/VIC 

HM$;LEFT$(CU$,V); 

PRINT HM$;LEFTt(CU$,NY+5) 


SPC(X); 

;SPCiNX);Ml SPC((X): 

COMMAND 

Xl=inkeyl 

LET I$=inkey$ 

BBC/ELECTRON 

Xt=INKEYT(0} 

LET It=INKET$(0) 

SPECTRUM 

X$=INKEY$ 

LET U=1NKEYI 

C64/VIC 

GET Xi 

GET It 

CQtItlAND 

oaoer X 

paper BG 

BBC/ELECTRQK 

COLOUR j(^12S 

COLOUR BGH28 

SPECTRUM 

PAPER C(X+1) 

PAPER C(BG+1) 

Ci4/ViC 

PRINT BG$(X); 

PRINT EGi(BG); 

COMMAND 

ink X 

ink 2 

BBC/ELECTRON 

COLOUR X 

COLOUR 2 

SPECTRUM 

INK CiX+l) 

INK C(3> 

C64/VIC 


SEE SPECIAL NOTE BELON. 

COMMAND 

rnd(X) 

G=rnd(F)+10 

BBC /ELECTRON 

RND(X) 

6=RND(F)^10 

SPECTRUM 

INT(RNDfX+l) 

G=INT(RND^^FM)+10 

Ci4/VIC 

lNT(RNDa)*;+l) 

6=INT(RND(1}»F+1)H0 

^SPECIAL NOTE FOR C64/VIC USERS<^ 


Leave out the ink 

coiiiiand UNLESS it is 

preceded by paper 0. In this 

case, useiPRlNT BG$(X);PRINT BGKO); 


EXAMPLE! paper Ojink 3 becodies PRINT 86^(3) ;:PRINT B8$(0)j 


Make sure you use the correct 
version for your computer. 


The Dungeon Generator 

A See special note for Vic users page 35. 

■ 10 60SUB 610 
20 paper 3:CLS 

30 LET BG=2:LET F6=1:LET T=0:LET L=3:LET LN=W-3;G0SUB 2B0 
■A- 40 paper 2:ink 0 

■A 50 PRINT tab(l,l);’LEVEL GENERATOR'; _ 

A 60 PRINT tab(l,2);'THIS IS LEVEL:“;LE; 

A 70 PRINT tab (I, 3); 'PRESS H FOR HELP' 

30 LET BG=3:LET FG=2:LET T=5:LET L=15:LET 
90 LET 7=1:LET Y=1 
A 100 LET U=inkeyl 

no IF It='H" THEN GOSUB 360 
120 IF I$='A' AND Y>1 THEN LET Y=Y-I 
130 IF IJ='Z’ AND Y<15 THEN LET Y=Y+1 
140 IF It="N' AND X>1 THEN LET I=X-1 
150 IF I$=*H' AND X<15 THEN LET X=X+1 
160 IF n>'/' AND IK':' THEN GOSUB 230 
A 170 paper 3:ink 0 
Also PRINT tab(X,Y+5);CHR»(0S); 

A 190 PRINT tab(X,Y+5);CHRI(R(X,Y))) 

200 IF If='S' AND IX>0 THEN GOSUB 450JG0T0 
210 IF IfO'F* THEN GOTO 100 
220 STOP 

230 LET l-VAHU) 

A 240 IF 1=9 THEN LET l=S+rnd(3) 

250 IF 1=5 THEN LET 1X=X:LET IY=Y 
260 LET R(X,Y)=CO+I 
270 RETURN 

A2B0 PRINT tab(0,T)| 

OA290 paper FG:PRINT LEFT$(B4,LW+2) 

A 300 paper BG:ink FG 
310 FOR 1=1 TO L 

OBA320 PRINT TAB(0);CHR$(0S);LEFT$(BI,LH);CHRI(0S) 

330 NEXT I 

OA 340 paper FG:PR1NT LEFT$(B$,LH+2) ; 

350 RETURN 
A360 paper lank 3 
370 FOR H=1 TO 10 

A380 PRINT tab(l,4);H$(H);:G0SUB 430 
OA390 PRINT tab(l,4);LEFT$(BI,N-2); 

100 NEXT H 
■aA 410 ink 3 
420 RETURN 

A 430 LET GI=inkey$:IF G4=" THEN GOTO 430 
440 RETURN 

A450 PRINT tab (1,4); 'ONE HOMENT PLEASE.'; 

460 LET Sl=" 

470 FOR J=1 TO 15 
430 FOR K=1 TO 15 
490 LET St=S$+CHRI(R(K,J>) 
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33 


OBA 


O 

O 



These are the Help routine lines. They j 
remind yon which number keys to 
press. 


500 N£1T K 
510 NE<T J 

520 LET SJ=SJtCHR$(ntOS):LET S1=SI+CHR$IIY+0S) 

530 LET S1=S$+CHR$(LE+0S) 

540 PRINT tab (1,4); "ANY KEY TO SAVE ■;:60SUEi 430 
550 LET S*0P£N0UT “LEVEL* 

560 PRINTIS.SS 
570 CLOSEIS 

Oif 580 PRINT tab(l,4);LEFTI(BI,N) 

590 LET LE=LE+1:G0SUB 700 
600 RETURN 

610 DIN R(15,15),H$(10>. 

620 GOSUB 790 

630 DATA “PRESS ANY KEY“,“T0 HOVE A I N H",“l NALL 2 VASE" 

640 DATA "3 CHEST 4 ♦ IDOL »“,“5 HAY IN 6 E1(IT“,"7 TRAP", “8 SAFE PLACE" 
650 DATA "9 GUARD". "0 TO ERASE", "S TO SAVE" 

660 LET LE=1 
670 FOR 1=1 TO 10 
680 READ H$(I) 

690 NEIT I:G0SUB 810 
700 FOR J=1 TO 15 
710 FOR K=1 TO 15 
720. LET R(J,K)=C0 
730 NEIT K 
740 NEXT J 

750 LET 1X=0:LET IY=0 

760 LET Bf="":F0R 1=1 TO H:LET B$=BI*“ *:NEXT I 
770 RETURN 

790 REN SET UP THE CHAR START 
* 800 RETURN 

810 REM READ THE CHARACTERS 
Add lines 820-840/860 as shoi»n in the 
conversions for your cosputer. 

1000 DATA 255,255,255,255,255,255,255,255 
1010 DATA 0,0, 0,0, 0,0, 0,0 
. 1020 DATA 85,170,85,170,85,170,85,170 
1030 DATA 0,60,24,60,126,126,126,60 
1040 DATA 0,56,100,114,95,73,41,31 
1050 DATA 20,42,20,20,93,93,62,99 
1060 DATA 60,126,255,255,255,253,255,255 
1070 DATA 60,102,195,129,129,129,133,129 
1080 DATA 129,66,36,0,0,36,66,129 
1090 DATA 0,60,66,66,66,66,60,0 
1100 DATA 76,158,170,190,84,30,37,88 
1110 DATA 0,56,84,124,56,44,68,102 
1120 DATA 0,8,28,42,127,85,65,34 
ABAdd lines 4000-4030 froi page 35. 

■ Add lines 5000-5080 fron page 35. 


■aS^ 


BBC/Electron * 

790 0S=224:C0=0S+6:H=20 
795 MODE 5:VDU 23,0,8202;0;0;0; 

820 VDU 23,224:F0R 1=0 TO 7: 

READ A:VDU AiNEXT I 
830 FOR 1=0 TO lliVDU 23, 230+ 1 
840 FOR J=0 TO 7:READ A:VDU A:NEXT J 
850 NEXT I: RETURN 


Here is the data for the user-defined < 
graphics. You will find the same data 
at the end of the game module listing, j 


Conversions 


Below you will find the conversions you 
need for yoiu: computer. Some of the lines 
need to be included in two or even all three 
parts of the program, so read the 


instructions carefully. When this happens, 
you will be referred back to this page to add 
the required lines. 


Commodore 64/Vic 

‘SPECIAL NOTE FOR VIC USERS* a 


Before typing in or loading this prograe type in the following; 

POKE 44,28:p6kE 642,23:SYS(M324) 

These lines must also be included on the 


320 PRINT BG$(F6)i" ■:S64(BGi;LEFTI 
(BI,L«);BG$(FG);" ' 

410 Leave out this line 
550 OPEN 1,1,1, "LEVEL' 

555 FOR 1=0 TO 2 

560 PRINTIl,HIDI(SI,It76+l,76) 

565 NEXT I 
570 CLOSE 1 


Lines 4000-4030 must be 
added to ALL THREE 
PROGRAMS for the C64 and 
Vic. BA 


C640NLY.B 
5 60SUB 5000 

20 PRINT CHRfI 147): POKE 53280, OiPOKE 53231,0 
790 0S=96:C0=0S+6;N=4():G0SUB 4000 
820 FOR 1=0 TO 7;REfiD A:P0KE 36352+1, 255-A:NEXT I 
830 FOR 1=0 TO 95:READ ArPOKE 36400+1, 255-A:NEXT I 
840 RETURN 

The following lines must be used on the Vic 
ONLY. A 

20 PRINT CHRK 147): POKE 36879,8 
790 0S=96:C0=0S+^:N=22;G0SUB 4000 
820 FOR 1=0 TO 2047:P0KE 5120+1, PEEK(32768+I) :NEXT I 
B30 FOR 1=0 TO 7: READ A: POKE 6656+1, 255-A: NEXT I 
840 FOR 1=0 TO 95:READ A:P0KE 6704+1, 255-A:NEXT I 
850 POKE 36869,205 
860 RETURN 


4000 B64(0)=CHR$(146):BG4(l)=CHRI(18)+CHRf(28) 

4010 BGI(2)=CHRI(18)+CHRI(158):BGt(3)=CHR$(18)+CHRI(5) 

4020 HI1$=CHR$(19):CU4=*":F0R 1=1 TO W:LET CU$=CU4+CHR4(17):NEXT 1 
4030 POKE 650,255:RETURN 


Lines 5000-5080 must be 
added to the dungeon 
generator and the game 
module for the C64. ■ 

5000 POKE 52,128:P0KE 56,128 
5010 POKE 56334, PEEK (56334) AND 254: 
POKE 1,PEEK!1) AND 251 
5020 FOR 1=0 TO 2047:P0KE 34816+1, 
PEEK(53248+I):NEXT 1 
5030 POKE 1,PEEK(1) OR 4 
5040 POKE 56334, PEEK (56334) OR I 
5050 POKE 56578, PEEK(56578) OR 3 
5060 POKE 56576, (PEEK (56576) 

AND 252) OR 1 

5070 POKE 53272, 2:P0KE 648,128 
5080 RETURN 


Spectrumo 

290.320,340,390,530 Replace LEFTt (BT.Exp) with 
Si(T0 Exp)&.c.in line 390 use BKIO n-2) 
jjO Leave out this line 
560 LET QI(l)=SI 
570 SAVE ‘LEVEL" DATA Q$() 

610 DIH R(15,15):DIf1 HIU0,18) 

615 DIM QI(l,22S) 

790 LET fc‘=32:LET 0S=144:LET C0=0S+6 
820 FOR 1=0 TO 7;READ ArPOKE USR"A"+I,A;NE)(T I 
830 FOR 1=0 TO 95: READ ArPOKE USR "S' + UAr NEH I 
840 DIM C(4) 

850 LET C(l)=0rLET CI2)=2rLET CtT)=6:LET C(4)=7 
860 RETURN 


Character Creator 


page 32) aind you should look up the lines 
you need for your computer on page 39. 


Here is the listing for the character creator. 
Conversion lines are marked (see key on 


20 pjper 0:CLS 

"^30 LET JsliLET H=HP:LET Hf="P0INTS 
40 60SU6 810:G0SUB 900 
50 LET K=1:LET P=T+1 


10 60SUB 1060 


☆ 60 PRINT tab(l,P);‘>'i 
70 SOSUB 720 



BO IF K=5 THEN GOTO 70 

OAB 90 IF !$=■;• AND H>0 THEN LET F(J,K)=F(J,K)+1:LET H=H-1:G0SUB 920 
OlOO IF It=“-‘ AND F(J,KI)1 THEN LET F(J,K)=F(J,K)-1:LET H=H>1:S0SUB 920 
no LET C=1 

120 IF F(l,4>>6 AND F(1,B)>7 THEN LET C=2 

130 IF F(l,4)>8 AND F(1,7I>7 THEN LET C=3 

140 IF F(l,l)>7 AND F(l,8)>5 AND F(l,l)+F(l,2)>10 THEN LET C=4 

150 IF F(l,l)>8 AND F(l,2)fF(l,3)>12 AND Fn,8)(6 THEN LET C=5 

160 LET M=C$(C) 

170 GOSUB 860 

IBO IF ll<>‘ • THEN GOTO 70 
190 LET H=GC:LET H$=’G0LD COINS:' 

200 FOR J=2 TO 4 

210 LET K=1:L£T P=T+1 

220 LET NI='CH00SE NELL SIRE!' 

230 GOSUB 810 
240 GOSUB 900 


☆ 360 PRINT tab(l,2l;'NANE THY CHARACTER'; 

©☆370 PRINT tab(l,3);LEFTf(B$,N-2l;:PRlNT tab(l,3l; 
ab3B0 input NI 

390 IF LENINIDIO THEN GOTO 360 

☆ 400 PRINT tab(l,3);'0NE NOHENT PLEASE'; 

☆ 410 PRINT tab(l,31; 

420 LET 0=D«3 

430 LET S$=CHR$(0+AS) 

440 FOR 1=1 TO 8 

450 LET S$=S$<-CHR$(F(1,I)+AS) 


OAB310 IF 11=';' THEN LET 0F=FIJ,K): GOSUB 610 


©☆ 320 IF !$='-■ THEN LET BR=rnd(3):G0SUB 570 
330 GOSUB 860 

340 IF IIO' ' THEN GOTO 260 
350 NEJT J 


☆ 250 PRINT tab(l,P);'>'; 

260 G0SU8 720 

270 LET N=8»(J-2)+K 

280 LET H$=“HAKE YOUR CHOICE' 

290 GOSUB 680 

300 LET BR=0:LET 0F=0 



36 460 NEXT I 



470 FOR I=l TO 0 
480 LET S$=S*+CHRI(0(I)+RS) 

490 NETT I 

500 LET SI=S»+CHRI{H+AS) 

510 LET S*=SttCHR$(flS)- 
520 LET SI=S4tNI+‘ -VCKC) 

OAB530 LET S=0PEN0UT ’HERO' 

OAB540 PRINTIS.SI 
OAB 550 CLOSEIS 
560 STOP 

570 LET H$='*:GOSUB 860 

☆ 500 PRINT tab(2,2);*Y0UR OFFER*; 

AB590 INPUT OF 

600 60SUB 680 

610 IF 0(N)>0 AND N<23 THEN LET H$=*YDU HAVE IT SIRE“:RETURN 
620 LET PR«F(J,K)-BR 

630 IF H<PR THEN LET «l=*YOU CANNOT AFFORD*: RETURN 

6<0 IF OF>=PR AND Y=1 THEN LET 0IN)=0(N)+P1N):LET H=H-PR:LET Ht^'TIS YOURS' 

650 IF OF<PR AND Y=I THEN LET n$=*OFFER REJECTED* 

660 IF H<0 THEN LET H=0 
670 RETURN 
• 680 LET Y=0 

0690 IF flIDI(DI(N),C,I)=*r THEN LET Y=I 
700 IF Y=0 THEN LET HI=*NOT FOR *+C$(C) 

710 RETURN 
☆720 LET I$=inkeyl 
730 IF 1$=** THEN GOTO 720 

☆ 740 paper 3:ink 1 ■ _ _ , , 

☆ 750 PRINT tab(I,P);' ( For machine-specific colour commands ' 

760 IF I$=*A* AND K>I THEN LET l(*I^ 

770 IF U=*Z* AND K<D THEN LET K=KH 
780 LET P=K»2+T-1 
☆790 PRINT tab(I,P);*>*; 

800 RETURN 

☆ 010 paper 0:ink 2 
0^020 PRINT tab(0,0l;LEFT»(BI,N); 

☆ 830 PRINT tab(0,0)iFI(J,9) 

840 LET BG=2:LET FG*3:LET T^hLET L=2 
850 GOSUB 980 

* ^860 paper 2:ink 0- 



0* 070 PRINT tab(2,2);LEFTI(B*,17);tab(2,2);NI; 

☆ 880 PRINT tab(2,3l;Hljtab(l5,3);H|* *; 

890 RETURN 

900 LET BG=3:LET FG=2:LET T*5:LET L=15 
910 GOSUB 980 

☆ 920 paper 3:ink 0 
930 FOR 1=1 TO 8 

940 LET Y=T+(I-l)t2+l 

☆ 950 PRINT tab(2,Y)|F$(J,I);tab(16,Y);F(J,I);* *; 


37 


960 
970 
Hr 980 
O*- 990 
☆ 1000 
1010 
OAH1020 
1030 
Ot5t 1040 
1050 
1060 
1070 
1080 
01090 
OllOO 
1110 
01120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 
1200 
☆ 1210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 


NEXT 1 
RETURN 

PRINT tab(0,T); 
paper FG:PRINT LEFT$(BI,N); 
paper B6:ink F6 
FOR 1=1 TO L 

PRINT CHRI (8) j LEFTI (8$ ,H-2) | CHR$ (B) ; 

NEXT I 

paper FG:PRINT LEFT$(B$,NI| 

RETURN 
SOSUB 1600 
LET D=8 
DIH F(4,D+1) 

DIH F4(4,D+1) 

DIN C$(5) 

DIN 0(Dt3) 

DIH 04(Dt3) 

DIH P(D»3) 

DATA *00001", ■oooii“."iooir,"iooii",“iooii“,‘oooir,“iiiir,“iouii 
DATA *00011*, "00011*, •10011*,"lllll*,"000ir, '11011 
DATA *11100*, *00100*, *11100*, *10100*, *11100*, "11100 
FOR 1=1 TO D»3 
READ 01(1) 



11011 *, * 11111 * 

11111 ", " 11111 * 

These are the flags. They are ' 
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J ^ ^ *-v^explained on page 18 . 

FOR 1=1 TO 8 
LET F(l,I)=rnd(5)+2 
NEXT I 

LET F(l,5)=l 

DATA 20,16,12,15,8,10,8,6 
DATA 18,15,9,9,14,8,6,6 
DATA 20,15,14,12,10,8,6,6 
FOR J=2 TO 4 
FOR 1=1 TO 8 
READ F(J,I) 

NEXT I 
NEXT J 

DATA 5, 4, 3, 3, 2, 2, 1,1 
DATA 5, 4, 3, 1,2, 1,3,1 
DATA 4, 3, 2, 2, 3, 1,1,1 
FOR 1=1 TO Dt3 
READ P(I) 

NEXT I 

DATA "STRENGTH* , "VITALITY* , "AGILITY* , * INTELLIGENCE* 

DATA 'EXPERIENCE*, "LUCK*, "AURA", 'HORALITY*, "CHARACTER CREATION* 

DATA *2 HAND SNORD", 'BROADSWORD*, "SHORTSNORD" 

DATA "AXE* , "HACE* , "FLAIL* , "DAGGER* , ‘GAUNTLET* , "ARHOURY* 

DATA "HEAVY ARHOUR*, "CHAIN ARHOUR", "LEATHER ARHOUR", "HEAVY ROBE* 

DATA "GOLD HELHET", 'HEADPIECE*, "SHIELD", 'TORCH*, "ACCOUTREHENTS" 

DATA ’NECRONOHICON* , "SCROLLS* , "RING* , "HYSTIC AHULET* , *SASH* , "CLOAK* 

DATA "HEALING SALVE", "POTIONS", 'EHPORIUH* 

FOR J=1 TO 4 





1470 FOR 1=1 TO 9 
14B0 READ 
1490 NEH I 
1500 NEKT J 

1510 DATA 'WANDERER*, ’CLERIC’, 'HADE', “HARRIOR", "BARBARIAN 
1520 FOR 1=1 TO 5 
1530 READ Ct(I) 

1540 NEXT I 

☆ 1550 LET HP=3+rnd(5) 

☆ 1560 LET 6C=120+rnd(60) 

1570 LET ni=”:LET AS=65 

1580 LET B4=”:F0R 1=1 TO W:LET B4=B$f ^NEXT I 
1590 RETURN 

■^ 1600 REH SET UP DETAILS 

Add Mhichever lines between 1610 and 1730 are indicated in the ccnversions for your cotputer. 



Add lines 4000-4030 frot page 35. 

Conversions 

In these boxes you will find the conversion 
lines you must use in the character creator 
listing. Make sure you pick the right ones 
for your computer. 


BBC/Electron * 

1600 NODE 5:VDU 23,0,B202;0;0!0; 

1610 W=20:B=224 

1620 VDU 23,224,255,255,255,255,255,255,255,255 
1630 RETURN 


Commodore 64/Vic ba 


The lines below are the same for the C64 and Vic listings. 

20 PRINT CHR$(147) 

These two lines must be 

90,310 Replace with ’+’ 

added as well on the C64. ■ 

380 X=1;Y=3:60SUB 1700:N$=1NI 1 J!Si[ 


530 OPEN 1,1,1, ’HERO’ 

25 POKE 53280, 0:P0KE 53281,0 

540 PRINTI1,SI 

1600 LET WMO 

550 CLOSE 1 ^ 


590 X=14:Y=2:E0SUB 1700:0F=VAL(IN$) 

If you have a Vic then these 

875 PRINT HH$;LEFTIICU$,3I|SPC(15);LEFTIIB$,4) 

» two lines must be used, too. a 

945 PRINT HHI:LEFTI(CU$.Y):SPC(15):LEFT$(B4.5) 

• 

1020 PRINT BGKFG):’ ’:BGI(BG):LEFTI(BI.W-2)!BG$(FG)!’ ’i 36879,8 

1610 GOSUB 4000 

1600 LET W=22 

1650 RETURN 


1700 IN$=” 


1710 GET 1$:IF I$=CHR4(13) THEN RETURN 


1720 IF I$>"/’ AND I$<’C" THEN LET INf=INM$:PRINT HN$;LEFT$(CU$.YI;SPC(X);1N$; 

1730 GOTO 1710 


4000-4030 Add these lines froe page 35. 



Spectrum o 

550 Leave out thas line 

690 IF 04(N)(C)=’r THEN LET Y=1 

20 BORDER 0:CLS 

1090 DIN F4(4,D+1,18) 

90,310 Replace V with "K“ 

1100 DIH Cl(5,9) 

100,320 Replace ’-’ with ’J" 

1120 DIH 0$(D*3,5):DIH 04(1,57) 

370, B20, 870, 990, 1020, 1040 Replace LEFT$ 

1600 LET B=143aLET W=32 

(Bl,e>ip) with B$( TO exp) 

1610 DIM C(4):LET C(1)=0:LET C(2)=2: 

530 LET Q$(l)=S$ 

LET C(3)=6:LET C(4)=7 

540 SAVE ’HERO" DATA 040 

1620 RETURN 
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Game Module 


The Game Module listing starts here. It is 
very long so you must be very accurate. 
Take a break if you get tired. Make sure you 


include all the conversion lines marked 
with the symbol for your computer (see 
symbols key on page 32). 


: Lines 10-340 contain tlfe main ' 
order of events in the game 
module. From line 350 onwards 
[ are all the subroutines and data.^ 


A See special rtote for Vic users paqe 46. 

■ 10 S0SU82500 
20 60SUB2010 
30 G0SUB1770 

■k <0 LET I$=inkeyl 

50 IF I$="A* AND D)«255 THEN GDSUB870 
60 IF I$=‘C* AND F(7)>0 AND 0(17lf0(18)>0 THEN G0SUB990 
70 IF II=*G" THEN G0SUB1410 

80 IF I$=*P' THEN G0SUB1660 

90 IF II=‘R' THEN G0SU81690 

100 IF II=*S" THEN G0SUB2260 

no IF I$='B“ THEN LET NF=NF-1 

120 IF 1$=*N‘ THEN LET NF=NF+1 

130 IF NF>4 THEN LET NFM 
140 IF NF<1 THEN LET NF=4 
150 IF n=*M" THEN LET N)(=HX+D(NF,1): LET NY=NY+D(NF,2) 

160 IF NY>15 THEN LET NY=15 
170 IF NYU THEN LET NY=1 
180 IF NX<1 THEN LET NX=1 
190 IF NX>15 THEN LET NX=15 
200 LET RH=R(NX,NY) 

■ 210 IF RH=C1 THEN LET X=NX:LET Y=NY:G0SUB570:LET NX=0X:LET NY=0Y:LET F(1)=F(D- 
220 IF RH=C6 THEN LET TX=NX:LET TY=NY:LET TF=1 

230 IF TF=1 THEN LET NX=TX:LET NY=TY 

☆ 240 IF Fill > Sl».9 AND rnd(8XF(6) THEN LET TF=0 
250 IF 1J>'“THEN LET F(1)=F(1)»0.99 
260 IF F(l) <S1 THEN LET FI1)=F(1)+(F(2)/1100) 

270 G0SUB480 

280 IF OXONX OR OYONY THEN LET X=0X;LET Y=0Y;G0SUB570 
290 LET OX^NXjLET 0Y=NY 
300 IF DX<255 THEN G0SUB620 
310 IF F(1)>0 AND FKl AND RHOC5 THEN GQT040 
320 IF RH=C5 THEN LET HI=T$(12):GDSUB430:G0SUB1760:G0T040 
330 IF FdXl THEN GQSUB810 

☆340 PRINT tab(0,10);:ST0P 

f sound a note : RETURN 
sound a noise :RETURN 
paper 2;ink 0 
☆380 PRINT tab(0,5);f1l; 

☆ 390 LET I$=inkey$ 

400 IF I$=" THEN G0T0390 
©☆410 PRINT tab(0,5);LEFTI(B$,N);!LET N$=' 

420 RETURN 
■^430 paper 2!ink 0 
☆440 PRINT tab(0,5)jH$j . 

OBA450 FOR DM TO 600: NEXT D 
40^460 PRINT tab(0,5)iLEFTl(BI,N)5:LET H$=" 


.03 



N0TE;There are two extra lines at 
3jj and 365 to be added on the C64 
and Vic. 





470 RETURN 
•A-480 paper l:ink 3 

0^490 PRINT tab(NJ,NY+5)}HID$(F$,NF,l); 
ab-a- 500 paper 2: ink 0 

AH-A-510 PRINT tab(16,8)jINT(F(l));' ■; 

ab-A-520 print tab(16,ll)5lNT(F(2));' *; 

530 PRINT tab(16,14);INT (FI?));’ ■; 

Oi^540 PRINT tab(16,17);HIDFCNESN.",NF,l); 

☆550 PRINT tab(14,20)|INT(F(5)); 

560 RETURN 

☆ 570 paper hink 2 

☆ 580 LET RH=R(X,Y):PRINT tab(X,Y+5);CHRI(RN); 

590 IF ABS(D1()<4 OR R!1<=C7 THEN RETURN 

600 LET HT=RI1:LET H=HT-C2!LET HV=H/ 16 :LET nS=H#6:L£T D)i=3:LEI LX=)(:LET LY=Y 
610 RETURN 

620 LET DX=LX-NX:LET SX=SGN(DX):LET DY=LY-NY;LET SY=SGN(DY) 

«0 LET MX=LX-(HV»SX):LET HY=LY-(HV»SY):LET RN=R(HX,HY) 

640 IF RH)CO AND RNONT THEN LET NY=LY:LET MX=LX 
650 LET R(LX,LY)=CO:LET X=LX:LET Y=LY:G0SUB 570 
660 LET R(HX,NY)=NT:LET X=HX:LET Y=HY:60SUB 570 
670 LET LX=nX:LET LY=HYiLET H=0 

680 IF ABS(DX)(=I AND ABS(DYX=1 AND RHOC7 THEN LET H=H».5:LET J=H:G0SUB350 
690 IF H*12<F(6)*F(3) THEN RETURN 
700 LET HI=TI(5):G0SUB430!G0SUB360 

710 LET H=H/(3+0(9) ♦ 0(10) * 0(11) ♦ 0(12) + 0(13) + 0(14)) 

720 LET F(1)=F(1)-H:LET F(2)=F(2)-(H/101) 

☆ 730 LET IsliLET NB=0;LET HB=rnd(H) 

740 LET J=HT;G0SUB350:G0SUB360 
750 IF NB=1 AND 0(1) >0 THEN G0SUB780 
760 IF Kll THEN LET I=I+l:G0TO75O 
770 RETURN 

780 LET D(I)=0:LET H$=T$(8)+" ■+WI(I):G0SUB430 
790 LET MB=0:G0SUB360i LET J=I:G0SUB3S0 
BOO RETURN | Lines like Hii« give 

810 LET NF=5:LET F(1)=0:G0SUB440 \ instructions for how the sound 

☆820 PRINT tab(l,5);'TH0U HAST EXPIRED!’ -v^jhoul^ p^uc^ 

830 FOR J=150 TO 1 STEP-4 

640 G0SUB350: G0SUB360: G0SUB570; G0SUB480 

850 NEXT J I 1 

860 RETURN 

☆870 LET HJ=TI(rnd(3)):G0SUB360 

☆880 LET H=F(1)+0(1) + 0(2) ♦ 0(3) * 0(4) +0(5) + 0(7) + 0(B)+rnd(F(6)) 

☆890 IF F(3)+F(6)< rnd(H)+2 THEN LET HI-TF(4):LET HT=0 
900 LET HS=HS-H:G0SUB430 
910 LET F(1)=F(1)-(H/100):LET F(5)=F(5)+.05 
920 IF HS<1 THEN G0SUB940 
930 RETURN 

940 LET DX=255:LET HS=0;LET R(HX,HY)=C0 
950 LET F(5)=F(5)+.l 
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960 
970 
980 
ir 990 
★ 1000 
★ 1010 
★ 1020 
☆ 1030 
1040 
1050 
1060 
1070 
1080 
©★1090 
OllOO 
1110 
1120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 
1200 
1210 
★1220 
1230 
1240 
1250 
1260 
1270 

>■★1280 
1290 
1300 
★ 1310 
1320 
1330 
1540 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
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LET Hf=T$(6):G0SUB43O 

FOR J=200 TO 150STEF-8:G0SUB35O:S0SUB360:NEn J 
G0SUB570: RETURN 
G0SUB4B0: paper 2: ink 0 
PRINT tablO,l)j‘YOU MY USE MAGICKS"; 

IF 0(17)>0 THEN PRINT tab(0,2);'FR0H NECRONOHICON’j 
IF 0(18)>0 THEN PRINT tab(0,3);*FR0H THE SCROLLS"; 

PRINT tab(0,4);*C0NSULT THE LORE- 
LET HI="USE SPELL NUMBER?" :G0SUB370 
LET SL=VfiLiI$) 

IF SL=0 OR (D(17)=0 AND SL(5) OR (0(181=0 AND SL>3) OR SL>6 THEN G0T01040 

LET H(SL)=N(SL)-1:LET X=NJ;LET Y=NY 

IF IKSLXO THEN LET n$=T$(9):LET SL=7 

FOR J=1 TO 5:PRINT tab(0,J);LEFTI(B4,N);;NEn J:60SUB570 

ON SL G0SUB1140, 1190, 1220, 1280, 1300, 1390, 1130 

LET F(5)=F(5)+.2 

G0SUB430 

RETURN 

FOR J=1 TO 12 
GOSUB350:G0SUB36O 
NEXT J 

IF DX<255 THEN LET X=KX:LET Y=HY:G0SUB940 
RETURN 

IF RH=CO THEN LET R(NX,NYI=C7 
LET J=100!G0SUB350:LET J=200:G0SUB350 
RETURN 

LET NX=rnd(13):LET NY=rn(J(13) 

FOR J=0 TO 255 STEP8 
G0SUB360:G0SUB350 
NEXT J 
G0SUB480 
RETURN 

LET F(2)=F(2)+rnd(M(SL)):LET F(l)=F(l)+rnd(n(SL)):LET F(7)=F(7)-1 
RETURN 

FOR J=1 TO 30 
LET R(NX,NY)=rnd(9)+l*C0 
G0SU6350:G0SUB570 
NEXT J 

IF RH<=C7 THEN LET DX=255:LET HS=0 
FOR J = 1 TO 20 STEP4 
60SUB 350 
NEXT J 
RETURN 

LET F(2)=S2:LET F(1)=S1:LET F(7)=F(7)-1 
RETURN 

LET GX=NX+D(NF,li:LET GY=NY+D(NF,21 
IF GX<0 THEN LET GX=0 
IF GY<0 THEN LET GY=0 
IF GX>15 THEN LET GX=15 
IF GYMS THEN LET GY=15 

LET GT=R(GX,GY):IF GT>C1 AND GT<C4 THEN LET R(GX,8Y)=C0 




1470 

1480 

1490 

1500 

1510 

1520 

1530 

1540 

☆ 1550 

☆ 1560 
1570 
1580 
1590 
1600 
1610 
1620 

☆ 1630 
1640 
1650 
1660 
1670 
1680 
1690 
1700 
1710 
1720 
1730 
1740 
1750 
1760 

^■☆1770 

1780 

OAB1790 

oaSisoo 

olSlBlO 

1820 

1830 

1840 

01850 

1860 

1870 

1880 

01890 

01900 

01910 

1920 

1930 

1940 

1950 

1960 

1970 


IF GT=C2 THEN LET 0(23)=0(23)+l:LET 0(24)=0(24)tl 
IF 6T=C3 THEN LET TR:=TR+1 
IF GT=C4 THEN GOSUB 1550 
LET K=G)(:LET Y=GY:G0SUB570 

IF 6T>C1 AND GT<C4 THEN LET J=GT!G0SUB350!LET J=GT+5:G0SUB350 
RETURN 

LET J=0(24)+0(23)*10:G0SUB350 
RETURN 

paper 2:ink 1 

PRINT tab(0,l);* THY QUEST IS OVER! ' 

FOR I = 1 TO 18 

LET J=T(I):S0SUB350 
LET X=N)(!LET Y=NY 

FOR N=1 TO 4:LET NF=N:G0SUB480:NE1(T N 
NEH I 
LET NS=0 

PRINT tab (1,2), -"THY SC0RE=")INT((TR»10) + (GC*F(5))+F(1)+F(2)+F(3)) 
LET FI=1 
RETURN 

IF 0(241)0 AND FdXSl THEN LET F(1)=S1:LET 0(24)=0(24)-1 
IF 0(231)0 AND F(2KS2 THEN LET F(2I=S2:LET 0(231=0(231-1 
RETURN 

IF LT=0 THEN LET H$=Tl(71:G0SUB430:RETURN 
FOR Y=NY-3 TO NY+3 
FOR )(=NX-3 TO NX+3 

IF (X)0 AND X<16) AND (Y)0 AND Y<16)THEN G0SUB570 
NEXT X:NEXT Y 
LET LT=LT-1 
RETURN 

IF F(5XS3+1 THEN LET «$=TI(11):LET NX=OXjLET NY=0Y!G0SUB430: RETURN 
CLS:PRINT tab(0,3);‘PREPARE DUNGEON TAPE" 

LET H$=Tf(101:G0SUB370 
S=OPENIN*LEVEL" 

INPUTIS,SI . 

CLOSEIS 
LET 1=1 
FOR Y=1 TO 15 
FOR X=1 TO 15 

LET R(X,Y)=ASC(NIDf(SI,l,ni 



These lines are used when the 
Idol has been found in the last 
dungeon and the Quest is over. 
Line 1630 calculates your final 
' score by adding together treasure, 
experience, strength, vitality and 
agility scores. You can try to 
improve your score next time 
you play. 


LET I=IM 
NEXT X 
NEXT Y 

LET IX=ASC(«IDI(SI,I,1))-0S 
LET IY=ASC(f1IDI(S$,IM,l))-0S 
LET LE=ASC(f1IDI(SS,I+2,l))-0S 
IF LE>F(5) THEN GQSUB 1960:GDT0 1760 
60SUB2790 

LET NX=IX:LET NYMY:LET 0X=NX:LET 0Y=NY: 
RETURN 

PRINT.'PRINT-LEVEL TOO DEEP" 

PRINT"REWIND TAPE" 
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1930 

1990 

2000 

^■☆2010 
2020 
OAH2030 
OAB2040 
Oab20S0 
2060 
0 2070 
2080 
0 2090 
2100 
2110 
2120 
02130 
2140 
2150 
02160 
02170 
02180 
2190 
2200 
2210 
2220 
2230 
2240 
2250 
2260 
2270 
2280 
2290 
2300 
2310 
2320 
2330 
2340 
2350 
2360 
2370 
2380 
2390 
2400 
2410 
2420 
2430 
2440 
2450 
OAB2460 
OAB2470 
44^"2480 


f-RINT'TO POSITION” 

PRINT'FOR LEVEL”, -FIS) 

RETURN 

CLSiPfilNT tab (0,3); "PREPARE HERO TAPE" 
LET H$=TI(10):G0SUB370 
S=OPENIN "HERO 
INPUTIS.SI 
CLOSEtS 
LET P=2 

LET OT^ASCIHlDJlSI.lfin-AS 
FOR 1= 1 TO 8 

LET F(l)=ASC(f1ID4(S$,P,l))-AS 
LET P=P+1 
NEXT I 

FOR 1=1 TO OT 

LET 0(I)=ASCIH1DI(S*,P,1))-AS 
LET P=PM 
NEXT 1 

LET 6C=ASCiftID$(S4,P,l))-AS 
LET TR=ASC(HID$(S*,P+1,1))'“AS 
LET C4=RIGHTf(Sf,LEN(SI)-(P+D) 

LET S1=F(1):LET S2=F(2):LET S3=F(5) 

FOR 1=1 TO 2 
FOR J=1 TO 3 

LET H((I-l)*3+J)=0(16+I)tF(7) 

NEXT J:NEXT I 
IF 0(16)=1 THEN LET LT=20 
RETURN 

LET HI=“ONE HOHENT PLEASE" :G0SUB430 
LET S$="":LET T$=*" 

FOR Y=1 TO 15 
FOR X=1 TO 15- 
LET TI=T$+CHR$(R(X,Y)) 

NEXT X:NEXT Y 
LET T4=T$tCHRf(0S+NX) 

LET T$=TJ+CHRt(OS+NY) 

LEI T$=T$+CHR$(OS+LE) 

LET S$=SI^CHR$(AS+OT) 

FOR 1=1 TO 8 
LET SI=S4+CHR*(F(I)+AS) 

NEXT I 

FOR 1=1 TO OT 
LET S$=Si+CHRI(0(I)+AS) 

NEXT I 

LET S4=S$+CHR4(GC+AS) 

LET S$=S$tCHR$(TR+AS) 

LET S$=S$+CI 

LET Hf="ANY KEY TO SAVE":60SUB370 
S=0PEN0UT"HER0":PRINTIS,S4:CLDSEIS 
S=0PEN0UT"LEVEL":PR1NTIS,T$:CL0SEIS 


RETURN 

LET Ct="ROLE PLAYING GAHE":LET B4="" 

LET N=40:LET 0S=96 

FOR 1=1 TO N;LET BI=BI+" ":NEXT I 

DIM R(15,15),F(8),0(24) 

DlH kll(lll,T$ll2) 

DIM M(6),D(4,2),T(18) 

DATA'GR SWORD" , "SWORD”, ”AXE" , "MACE" , 
■FLAIL” , "DAGGER" , "ARMOUR” , "ARMOUR” 
DATA"ARMOUR" , "HELMET" , “HEADPC. " 

FOR I = 1 TO 11 
READ W((l) 

NEXT I 

DATA"A GOOD BLOW", "WELL HIT SIRE", 

"THY AIM IS TRUE", "MISSED'", "HIT THEE!'" 
DATA"THE MONSTER IS SLAIN", "NO LIGHT", 
"BROKEN THY ", "SPELL EXHAUSTED" 

DATA"PRESS ANY KEY", "YOU NEED EXPERIENCE", 
"EXIT FROM THIS LEVEL" 

FOR 1 = 1 TO 12 
READ T$(II 
NEXT I 

DATAO, -1,1, 0,0,1, -1,0 

FOR 1=1 TO 4:READ D(I,1),D(I,2)!NEXT Ii 



2490 

2500 


★OA2510 
2520 
02530 
0 2540 

82550 

2560 

2570 

2580 

2590 

2600 

2610 

2620 

X 2630 

2640 

2650 

2660 

2670 


2690 LET FI=0:LET DX=255:LET NF=0 "Add whichever lines between 2940 

2700 LET T)(=0:LET TY=0:LET TF=0:LET TR=0 Qand 3000 are indicated in the 
2710 LET I1X=0:LET My=0:LET DV=12:LET F$=*“ ♦conversions tor your cotputer. 

2720 LET NX=1:LET NY=1:LET RE=0:LET LT=0 3170 LET fiS=65:LET C0=0S+6 

2730 FOR I = 1 TO 5 3180 LET C1=C0+1:LET C2=C0*2:LET C3=C0f3: 

2740 LET F$=F$+CHRi(OS*l) .LET C4=C0*4 

2750 NEXT 1 3190 LET C5=C0f6:LET C6=C0+7:LET C7=C0+8: 

2760 DftTA69. 117. 73. 121. 81. 129. 69. 117. 73. 121. LET C8=C0vl2 


81,129,89,137,97,145,101,149 
2770 FOR I = 1 TO 18:REfiD TU):NEXT I: 
60SUB 2930 
2780 RETURN 
■^☆2790 paper 1:CLS 
▲■^2600 paper 3;ink 0 

02810 PRINT C4jLEFT$(BI,W-LEN(Cf)); 

♦ 2820 paper 2:ink 3 

0 2830 FOR I = 1 TO 5:PRINT LEFTI(B4,«);: 
NEXT 1 

AH-fr2040 paper 0:ink 1 
O*2B50 FOR 1=1 TO 15:PR1NT tab(l,5+I); 
LEFT4(BI,15);:NEXT I 

♦ 2860 paper Irink 3 
^2870 PRINT tab(16,7);"STR“; 

♦ 2880 PRINT tab(16,10l)’VIT‘j 
^2890 PRINT tab(16,13)i'AUR‘; 

♦ 2900 PRINT tab(16,16);'FACE"i 

♦ 2910 PRINT tab(16,19)!‘EXP“; 

^ 2920 RETURN 

2930 REN t*t USER DFF'D CHARACTERS 

Conversions 


3200 

RETURN 

3500 

DATA 

255,255,255,255,255,255,255,255 

3510 

DATA 

56,56,16,56,84,16,40,68 

3520 

DATA 

28,28,8,30,40,40,20,18 

3530 

DATA 

56,56,16,84,56,40,68,40 

3540 

DATA 

56,56,16,120,148,20,40,72 

3550 

DATA 

0,0,0,0,8,209,254,221 

3560 

DATA 

0,0, 0,0, 0,0, 0,0 

3570 

DATA 

85,170,85,170,85,170,85,170 

3580 

DATA 

0,60,24,60,126,126,126,60 

3590 

DATA 

0,56,100,114,95,73,41,31 

3600 

DATA 

20,42,20,20,93,93,62,99 

3610 

DATA 

60,126,255,255,255,253^255,255 

3620 

DATA 

60,102,195,129,129,129,133,129 

3630 

DATA 

129,66,36,0,0,36,66,129 

3640 

DATA 

0,60,66,66,66,66,60,0 

3650 

DATA 

76,158,170,190,84,30,37,88 

3660 

DATA 

0,56,84,124,56,44,68,102 

3670 

DATA 

0,8,28,42,127,85,65,34 

Add 1 

ines 

4000-4030 trofi page 35 


but this tine replace CHR$(1 j 8) with 
CHRK31) in line 4010 
■ Add lines 5000-5080 frori page 35. 


Spectrum o 

350 BEEP 0.05,J/2-60:RETURN 
360 BEEP 0,05,J/2-60,-RETURN 
410,460,1090,2810,2830.2850 Replace LEFTt 
(B$,expl Mith BKTO exp) 

450 FOR D=1 TO 50:NEXT D 
490 PRINT AT NY+5,NX;Fl(NF)j 
540 PRINT AT 17,16;’NESW,“(NF) 

1045 IF l$<*r OR I$>"6‘ THEN SOTO 1040 
1100 60SUB 1140t(SL=l)vll90t(SL=2)+1220» 
(SL=3)M280*(SL=4)+1300»(SL=5) 
+1390»(SL=6)+1130*(SL=7) 

1790 LOAD "LEVEL* DATA B$l) 

1800 LET SI=Qt(l) 

1810 Leave out this line 
1850 LET R(X,Y)=CODE!S$(D) 

1890 LET 1X=C0DE(SI(I))-QS 
1900 LET IY=C0DE(Sf(I+l))-0S 
1910 LET LE=C0DE(SI(1*2))-0S 


2030 

LOAI 

) "HERO" DATA Q$() 

2040 

LET 

SI=Q4(1) 

2050 

Leave out this line 

2070 

LET 

0T=C0DE(S$(1))-AS 

2090 

LET 

F(I)=CODE(SI(P))-AS 

2130 

LET 

0(I)=C0DE(S$(P))-AS 

2160 

LET 

6C=C0DE(SIIP))-AS 

2170 

LET 

TR=C0DE(SIIP+1))-AS 

2180 

LET 

CI=S4(P+2 TO ) 

2460 

LET 

KI(1)=S$:SAVE "HERO" DATA K$() 

2470 

LET 

L*(1)=TI:SAVE "LEVEL" DATA L40 

2510 

LET 

«=32:LET 0S=144 

2530 

DIH 

R(15,15):DIH F(8):DIH 0(24) 

2540 

DIH 

M$(11,8):DIH T$(12,20) 

2545 

DIN 

K$(1,57):DIH Ll(l,228) 

2550 

DIH 

H(6):DIH D(4,2):DIH T(18) 

2950 

FOR 

1=0 TO 143:READ ArPOKE USR ‘"A'+I 


A:NEXT I 

2960 

DIH 

C(4):LET C(1)=0:LET C(2)=2:LET 


C(3: 

l=6:LET C(4)=7 
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BBC/Electron* 


350 

SOUND 1,-15,J, 

,2: RETURN 

360 

SOUND 0,-15, 7, 

,3: RETURN 

2510 

LET W=20:LET 0S=224 

2940 

NODE 5:VDU 23; 

l8202j0;0;0; 

2960 

FOR 1=0 TO 17; 

iVDU 23,224+1 

2970 

FOR J=0 TO 7: READ A:VDU A 

2980 

NEXT J:NEXT I 



Commodore 64/Vic 

500 PRINT 

510,520,530 At the end of these lines 
replace ’ "i with CHRt(157>!' 

1095 PRINT BGI(2); 

210,1280 Leave out the Nord LET in these lines 
1770 ,2010 Replace CLS with PRINT CHRfU47) 
1790 OPEN 1,1,0, ’LEVEL" 

1795 SI=”:F0R 1=1 TO 3 
1800 1NPUT»1,TPI:SI=S$+TPI 
1805 NEU 1 
1810 CLOSE 1 
2030 OPEN 1,1,0, ’HERO’ 

2040 INP'JT#1,S$ 

2050 CLOSE 1 

2460 OPEN 1,1,1,’HER0’:PR1NTI1,S4:CL0SE 1 
2465 OPEN 1,1,1, "LEVEL": FOR 1=0 TO 2 
2470 PRINTIl,HIDJ(TS,lt76+l,76) 

2475 NEXT 1: CLOSE 1 

2600 PRINT H«$;CHRI(144);BGI(0)! 

2840 PRINT BGI(l);CHR$(144)j 
2940 GOSUB 4000 

4010 Replace CHR$(158) tiith CHRK31) 
'4000-4030 Add these lines fro® page 35. 


C64 330 
VIC 340 
SPECTROh 330 


Line changes for additional graphics: 

Nhen you add a new user-defined sytbol 
you «ust change these lines in the dungeon 
generator and gate lodule: 

DUNGEON GENERATOR 

FOR 1=0 TO 95: 

Add 8 to this nufiber-' 
for each new syabol 

FOR 1=0 TO 

Add 1 to this nueber 
for each new syAbol. 

6A«E HODULE 

FOR 1=0 TO 

Add 8 to this nu«ber-"' 
for each new sy®bol. 

FOR 1=0 TO 

Add 1 to this nufiber-^ 
for each nett sv*bol. 


SBC 


•364 

VIC 


330 


2950 

2960 


SPECTRUfI 2950 
BBC 2960 



C64 ONLY I 
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Vic ONLY ▲ ‘SPECIAL NOTE FOR VIC USERS* 
Before typing in or loading this progras type in the 
following: POKE 44.28:F0KE 642,23:SYS(64824i 
350 POKE 36876, J/2’-128:F0R TT=1 TO 5.-NEXT TT 

355 POKE 36876, 0:RETURN 

360 POKE 36877, J/2+128:F0R TT=1 TO 5:NEXT TT 

365 POKE 36877,0: RETURN 

450 FOR D=1 TO 200: NEXT D 

2510 LET «=22:LET 0S=96 

2790 POKE 36879, 24:PR1NT BG$(1); 

2795 PRINT CHRI(147);:F0R 1=0 TO 504:PRINT CHR$(32); 

iNEXT I 

2915 POKE 4601,160:P0KE 38393,2 

2950 FOR 1=0 TO 2047:P0KE 5120+1, PEEK(32768+I):NEXT I 
2960 FOR 1=0 TO 143:READ A:P0KE 6656+1, 255-A:NEXT I 
2970 POKE 36869, 205:P0KE 36878,15 


GOSUB 5000: POKE 53281,0 
POKE VS+1,J:P0KE VS+4,33 
POKE VS+4, 32: RETURN 
POKE VS+8,J:P0KE VS+11,129 
POKE VS+1 1,128: RETURN 
FOR D=1 TO 200: NEXT D 
2790 POKE 53280, OiPOKE POKE 53281,1 
PRINT BGlil); 

PRINT CHR$(147);:F0R 1=0 TO 
998.-PRINT CHRJ(32);:NEXT I 
POKE 33767,160: POKE 56295,2 
FOR 1=0 TO 143: READ A: 

POKE 36352+1, 255-A: NEXT I 
VS=54272 
POKE VS+24,15 
POKE VS+5,9:P0KE VS+6,0 
POKE VS+12,9:P0KE VS+13,0 
POKE VS+7,0:P0KE VS,0 
5000-5080 Add these lines 
fro® page 35. 


j 

350 

355 

360 

365 

450 


2795 

2797 

2950 

2960 

2970 

2980 

2990 

3000 


INDEX 


American Stcindard Code for Electron 3, 20 
Information Interchange 16 
array 12, 14, 15, 18 
ASCII 16, 19 
attributes 10, 18, 22 
changing 6, 9 
scores?, 11, 15,27,31 


bargaming8, 19 
BBC micro 3, 20 
Book of Lore 28, 29, 30, 3 1 
bugs 24 

CO (meaning of) 16, 20, 25, 26 
character 4, 5,6 
creator 10, 14, 18, 19, 29 . 
loading into game 19, 30 
saving 19, 29 
types 4, 6, 7, 8, 10,29 
Commodore 64 3, 20 
conjure 21 

conversions 34, 35, 39, 45, 46 
general chart 32 


F, F$18 

fantasy games 3, 4, 5, 
flags 18 

game module 10, 1 1, 25, 26, 30 
loading character into 19 
loading dtmgeon into 17 
what it does 12, 20 
routines in 22, 23 
graphics 

in Dtmgeon of Doom game 28 
new torch symbol 26 
user-defined 5, 16 

hero 4, 6 

idol 3, 28, 31 

initialization 13, 14, 15, 16, 18 

listings 33-45 
load 

dungeon 17, 30 
character 19, 30 
game 30 


magic 21,31 
items 8, 27 

messages 12, 14, 15, 29, 30 


random command 25 
role-playing game 4 
RPG4 
routines 11 

character creator 18, 19 
dungeon generator 16, 17 
game module 22, 23 
rules 3, 28-31 

$ sign 14 
save 

characters 10, 29 
dungeons 10, 17, 28 
game 11,23,31 
scores 7, 1 1, 15, 27, 31 
screen-handling 20 
secret 

messages 26, 27 
squares 26 
solo game 5 
sounds 20 
Spectrum 3, 20 
string 14 
variable 17 
subroutine 12, 13, 15 
action 20, 22, 23 
conjure 21 
service 20 


data 12, 14-16 
de-bugging 24 
dimensioning arrays 15, 27 
dtmgeon 5 

generator 10, 14, 16, 17, 25, 27 secret 26, 27 
levels 6, 9, 1 1, 28 mis-loading 24 

loading into the game 17, 30 modification points 6, 7, 10, 29 trading post 8, 9, 27 
master 8, 9 o oi 

Dungeon of Doom 3,- 6, 8, 10, 12 Necronormcon8,27,31 

program listing 32-46 offset numbers 16, 19 

rules 28-31 

story of 3 program 

expanding 25 listings 33-46 

Dungeons and Dragons 4 Quest4, 30, 31 


torch symbol 26 
trading post 8, 9, 

TSR Hobbies Inc, 4 

user-defined graphics 5, 16 

VAL16,21 
variable 17, 20 
Vic 3, 20 


Answers 

Page 14. 

M$(3) is the message “Thy aim is true”. 

The goblin is putting the monster in 
location R( 14, 14). 

There is a potion in location R( 15, 12). 
Page 18 

Here are the “translations” of the lines 
that limit character-type: 

IF F( 1,4)>8 AND F( 1,7)>7 THEN LET 
C=3 

If the intelligence score is more than 
eight and the aura is more than seven, 
then the character-type will be a mage. 


IF F( 1, 1)>7 AND F( 1,8)>5 AND 
F(1,1)+F(1,2)>10THENLETC=4 
If the strength score is more than seven 
and the morality score is less than five, 
and strength plus vitality equals more 
than ten, then the character-type will be 
a warrior. 

IF F( 1, 1)>8 AND F(l,2)-f F( I,3)> 12 
AND F(l,8) <6 THEN LET C=5 
If the strength score is more than eight 
and vitality plus agility is more than 
twelve, and moredity is less than six, 
then the character-type will be a 
barbarian. 




Fantasy games notice board 


If you've really got the fantasy game itch 
now and want to find out more about 


them, the notices on these pages will 
give you some ideas. 


1 ^C«mputBrfaot8*Y9»'"«s . 1 ^MBgazIneshwmtcro 


•users 


There are lots you 

I the role-playmg games yo 

to find; 
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— Fantasy board games -* 

You may be inspired by games you play on your computer to try the non-computer variety. 
There are lots to choose from, using all sorts of settings. Most toy shops should have a selectic 
Here are just a few of those available: 

Dungeons and Dragons by TSR (the first fantasy role-playing game produced). 

Freedom in the Galaxy by Avalon Hill (a space fantasy). 

Gangbusters by TSR ( 1920s role-playing). 

Runequest by Chaosium (mythic^ world with monsters and magic). 

Champions by Hero Games (super-heroes with super-human abilities). 4 


* Ma 


Just 


^^ostortant. 




®syfans 
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byres 


featured strongly. If you buy just one copy 
of either of these magazines you will tod 
addresses of game-stockists and mail- 
order houses, role-playing scenanos you 
can use and information on games, books 
and films that the fantasy gamer might 


enjoy. 

There are also smaller , less well-known 


^dDr, 


'^Sro/isis 


magazines that cater for other fantasy 
games. Their circulation is more 

specialized so they are not generally 

available through newsagents, but can be 
obtained through mail-order houses. 


UfiMB 


i 


Books, films S 

and television 

If you have difficxilty 
thinking of a theme for your 
fantasy game, you should be 
able to find some inspiration 
in books, films or television. 
There are already fantasy 
games based on books, like 
The Hobbit, and board 
games based on television 
programs, such as Doctor 
Who. The game Champions 
is derived firom comic 
strips. You could research a 
period in history or base a 
futuristic game on your 
favourite piece of science 
fiction. 


Postal games 

play, too. You decide what a m- ^ round you 

do,giventhesSnde:crib^^^ 

you are told the consequences of 

new situation to work Sm. “ ^ *^® 
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Programming books 

If you want to learn more about BASIC, 
which is the computer language used in 
Dungeon of Doom, here are some Usbome 
books that will help you: 

Intrc^uction to Computer Progranuning” 
byB.Reffin-Smith 

“Better Basic” by B. Reffin-Smith and 
L. Watts 

“Practise Your Basic” by N. Cutler 
“Programming Tricks and Skills” by 
L. Watts and L. Howarth 


jvents 
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Usborne Computer Books' 
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"Without question the best general introduction to computing I have ever 
seen. "Personal Computer World 

. . perhaps the best introduction around . . .outstanding. . ."Educational 
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"These books are outstanding . . . they make all other young people's 
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New Titles 


Programming Tricks & Skills Professional tips and tricks for better 
programming. 
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